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The future of electronic entertainment 


age 80. Go on, it's quite alright — you can always return to 
P this at a later stage. 

Back? Then we'll begin. Edga is in a summer mood. The 
windows are wide open; the fans are trying to persuade the 
office's hot, heavy air to go play in the sun; nothing seems 
particularly pressing. Until Mario arrives. 

Big Nintendo summer releases are part of videogaming 
tradition. Like Edge, over the course of their gaming lives older 
gamers are likely to have had severa! holidays exhaustively 
branded by pre-128bit classic NCL experiences: electronic 
entertainment that consumes your every thought; that locates 
and extracts your most obsessive traits kicking and screaming 
from your deepest subconscious; that won't let go until every 
star is collected, every secret discovered; and the whole affair 
is elegantly wrapped in the laissez-faire attitude only warm 
weather can inspire. It's the pinnacle of videogaming. 

It's well timed, too. Without Mario things would otherwise 
feel overly lethargic (from the console owner's perspective, at 
least). The Great Summer Slowdown returns (the continued 
polarisation of the industry around the Christmas and Easter 
periods that results in a dramatic reduction in even software 
allocation throughout the year) and it's a condition that is only 
likely to become increasingly accentuated. Formats go into 
hibernation; the European videogaming press shuts down; the 
Industry just sits and waits. 

One interesting disturbance in this otherwise sleepy village 
mentality is the increased support for GBA titles, probably the 
only platform that thrives during the summer months. The 
other is a major, genuine triple-A release which instantly 
drowns out any thoughts of a videogame drought. Of course, 
the trouble is that companies such as Nintendo don't release 
titles of Mario's calibre every July. Frozen by commercial 
timidity, thay wait for the cooler air to return. 

But that's the autumn. ል whole world away. For [— 
now just sit back and enjoy the Sunshine. ድ 
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Crackers’ delight 


Microsoft has plenty to lose as Xbox gains a series of mod chip advancements that 


However, this tumed out to have more than a 
whi of publicity stunt around it as the project 
was reborn as X-ecuter, a phoenix of a chip 
that, predictably, is far more capable. What is 
even more striking about this reinvention is 
that far less technical nous is required to 
install it, relying on basic soldering methods 
as opposed to precision micra-soldering. 

The most widespread of current mods, 
however, is the X-Tender, a chip available 
since late May, and one that purports ta 
convert any region-specific console into 
a multi-region box capable of accepting 
CD-RW, DVD-R and DVD-RW media. It's also 
mooted to enable the reading of unsigned 
code, as well as patched and modded files, 


will open up amateur development on an unprecedented scale for a console 


uring eary June of this year, MIT grad 

student Andrew Huang submitted a 
paper for publishing that detailed the workings 
of the Xbox security system. It was an event 
that received a large fanfare across the 
Internet, not because of the complexity of the 
research involved, but due to the consequences 
of such an investigation. Microsoft may balk 
at a description of the Xbox as a stable, fixed- 
spec PC in a box, but it's a potentially 
appropriate classification given the possibility 
of modifications, piracy and homebrew 
software ta transform the console 

While Microsoft's decision to enter the 

hardware market has won it plaudits for the 
technical anatomy of the Xbox, it’s also 


“To be totally honest, 95 per cent of people 
will buy a chip to play copied games. Piracy 
is a massive problem, and it's a shame” 


opening the floodgates for a tsunanrm of 
software, both homebrew or otherwise. 
According to lan Callaghan. the director 
of the Pandora chip project 
(www,pandorachip.com), “The homebrew 
scena ۱5 just amazing. having exploded just a 
few weeks after the first mod chips were 
released. People all around the world have 
started writing tools, emulators and even 
operating systems for the console. They are 
being given a chance to display their 
technical skills and open up the potential of 
the machine to make it more enjoyable for 
everyone." It's a fairly idealistic viewpoint that 
few with a vested interest in Xbox would 
concur with, but Callaghan Is quick to 
counter: “| don't agree with piracy as | 
understand the hard work involved with the 
development of a game, but | think it's a 
Catch 22 situation. If games retailed at a 
lower pnce point, the volume of sales would 
increase and piracy would just fade away." 
However welcome though a reduction in 
software RRP would be, it's a staunch ethos 
that few believe is a pragmatic solution to 
piracy. However, it is one shared by such 
willing consumers of pirate efforts, such as 
schoolchildren (see ‘Piracy In The 
Playground’ jn E113). Given the potential 
prevalence for Xbox modification, they may 
soon be able to once again exercise that 
opinion, as grass roots piracy begins to stem 
beyond the realm of PlayStation and PS2. 


entered the company into ۱۵۱۵۲۱۵۵ ۷ 
they've been restrained somewhat thanks to 
the dedication of the hardware. Microsoft's 
forward-thinking Trojan horse, however, is in 
danger of looking overloaded. While Sony is 
encouraging a slow-burning, regulated 
tendency towards the homebrew community 
with gentle nudges at convergence such as 
the PS2 Linux Development kit, sudden 
advancements in the field of Xbox modding 
are threatening to open up piracy channels in 
an unprecedented and unregulated manner. 

This sudden flashpoint of piracy seems to 
security key is not unique, and is identical in 
all shipped hardware. In the words of Huang. 
“Hf you ship your secrets m your hardware, it's 
a good assumption that the users will eventually 
-and perhaps quickly — know them.” 

This published report isn't solely 
accountable for the emergence of Xbox mod 
chips though. Several such implants have 
been available since May from specialist 
online exporters One of the first announced, 
for the project stating that it was discontinued 
for "various reasons”, leading to obvious 
speculation regarding Microsoft's legal 
involvement, Another, the Enigmah chip, was 
released and then canned for legal reasons. 
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control that Microsoft can exercise over the 
Xbox, and its role as a connected broadband 


device, may begin to tend towards those of a 
PC. Says Callaghan: “Exploring the protective 
security measures of a console is part of the 
fun, even though the programmer has no 
interest in playing copied games. The Xbox 
scene will be huge, as all decent PC crackers 
and hackers will be able to turn their skills 
and attentions to the platform. The potential 
is endless." 

Particularly given Andrew Huang s paper, 
and the Knowledge of the security key of the 
current batches of Xbox consoles that are in 
living rooms across the world. With such 
Measures circumvented, it's possible to 
expose the unique ID of each machine, 
raising issues regarding user privacy and lost 
revenues through bypassing the Xbox Live 
service. This is the crux of the issue for 
Microsoft, as it has multiple channels of 
revenue, and not just the single stream 
generated by software, that could be siphoned 
away as the homebrew scene expands 
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Just some of the software available to owners of chipped Xboxes and a few emulation programs (clockwise from top left): Final Fight (coin- 
op); Mario Bros. (NES); Pokémon (Gameboy); Legend of Zelda: A Link to the Past (SNES); Sonic The Hedgehog (Mega Drive); Quake II (PC) 


integration of mod chips into tha Xbox 
hardware. Besides disassembling the Xbox 
case, mod chips have required over 20 
solidenng operations and connections to be 
properly integrated. Chips such as X-ecuter, 
however, are now complete enough to require 
just a single wire in order to be incorporated 
within the motherboard, 

A bigger threat, and one that discounts 
any arguments about the esoteric availability 
of Xbox modification, is the possibility of 
*fiashing"; a technique that requires no 
chipping in order to alter the console. The 
role of a mod chip is to replace the Xbox 
BIOS with a hacked version, thus facilitating 
the use of multi-region software or homebrew 
concoctions. Flashing, however, induces a 
similar effect without the need for a chip. It 
still requires substantial effort, but it's more 
difficult for Microsoft to circumnavigate. 
Microsoft refuses to pass comment on such 
operations as "It is our policy not to discuss 
pending legal issues," says Fox. According to 
Callaghan: "To flash an Xbox, it's still necessary 
to solder a certain portion of the motherboard 
in order to allow takeover of the BIOS." 

Not only ts it an effective procedure that 
could jemmy open the floodgates for piracy 
in widespread manner, it's also completely 
illegal. While chipping, though frowned upon 
55 the willing accomplice in the crime, is a 
legal grey area, flashing requires the use of a 
modified version of the Xbox BIOS program, 
which constitutes a breach of copyright. 


EZ PC 

Microsoft's biggest worry comes from 
attempts to convert the Xbox into a cheap 
PC. In the worst case scenario, the level of 


It's arguable that piracy is highly 
dependent, in limpet fashion, on the homebrew 
scene, and it's an argument that Callaghan 
reluctantly acknowledges: “To be honest, 

95 per cent of people will buy a chip to play 
copied games. Piracy is a massive problem, 
and it's a shame." Is that remaining 5 per cent 
enough to justify the existence of unregulated 
non-pirate hacking? “It will aid sales of the 
console. Maybe Microsoft will see this, and 
even release a public development kit. I'm 
sure that homebrew can exist without piracy.” 

Paul Fox, head of PR, Xbox EMEA, takes 
an equally idealistic, but directly contrary, 


“Exploring the security measures of a console 
is part of the fun, even though the programmer 
has no interest in playing copied games” 


stance to the question of dependence: "| 
don't believe that one can exist without the 
other as piracy relies on exploiting the 
technological know-how of the homebrew 
scene. As long as there is money to be 
stolen, somebody will invest great effort to 
enable it, All consumer electronic devices are 
subject to reverse engineering attempts - it's 
been happening to videogames for the last 
30 years and will continue for the next ۳ 


Just Like That 

While analysts aren't completely convinced 
that such chips will promote the propagation 
of peer-to-peer piracy on the scale of, say. 
MP3 transactions, their reasoning for such 
conclusions are thanks to the awkward 


e 008 


ል sheet of newly manufactured mod 
chips from the Messiah factory in China 


boot disc was to be created, it would need to 
be factory produced to that specification. | 
think it will see the light of day, eventually,” 

In particular, people are working on Linux 
and making their own Xbox compilers, which 
would obviate the need for Microsoft 5 own 
dev kits. Such sites as the Xbox Linux Project 
(http//xbox-linux.sourceforge.nat/) contain 
regular updates on progress, and even make 
mention of an anonymous donor offering up 
$200,000 (£130,000) for anyone who finds a 
completely legal way to run Linux on Xbox 
before the year is out. "I think Linux ts just an 
open-source statement to Microsoft,” 
comments Callaghan. "It's one of the many 
operating systems we || be seeing, and no 


one can get in the way of that." At the time of 


writing, there have been several reports of 
people making inroads towards producing a 
version of Linux without legal entanglements. 
It's the first few steps of converting the Xbox 
into a Linux-based PC, without making use of 
official development kits. 

One certain consequence is that the 
scene will burgeon in the coming months, 
and Microsoft's actions could be viewed as 
little but damage limitation designed to drive 
the scene into an increasingly invisible 
underground status. Some would say that 
the only action that can be taken against 
piracy is to remove it from the public eye, 
as Fox's admission to piracy being a 
permanent fixture attests. With its 
investment in the console market extending 
far deeper than providing an operating 
system, it's a crucial issue for Microsoft to 
attend to, and, seemingly, one of the major 
obstacles for the software-giant turned 
hardware-fresher 


Regardless of line-ups, however, the 
attraction of emulation of several revered 
formats is an attractive prospect for many, 
especially if it can become available, 
accessible and widespread. It's a scene that, 
at the very least, is as fertile as the Dreamcast 
during its heyday as the homebrew machine 
of choice (see “Remodelling the Dreamcast', 
E93). At present, commonly emulated 
formats (NES, SNES, GBA etc) are being 
constructed for Xbox but on top of this, other 
pieces of viable software, such as VCD, MP3 
and DivX players and Quake If are primed for 
release. Such software will, for the moment, 
require a chipped Xbox to circumvent the 
BIOS; the possibility of a Utopia-style boot 
disc is Currently remote. “A boot disc could 
be created," explains Callaghan, "but it would 
need to be factory produced. Microsoft use 
dual layered DVDs called D9 (due to their 9 
gigabyte capacity). One layer of the DVD 
holds the game data, and the other layer 
holds Microsoft's digital signature. The Xbox 
reads these DVDs in a special way, so if a 


Microsoft forced the webmaster of 
xbox.mame.net to remove all binaries of the 
release, and the site is now closed. The 
source code, however, is still avataDie, and 
it's perfectly legal to compile, provided an 
official SDK is not used 

Adds Callaghan: "| would say it's also a 
Big Brother statement of intent; Microsoft 
showing the world it will fight back.’ 

Microsoft might have several channels of 
investment in Abox, but does this mean that it 
should be any more vigilant and less tolerant 
than other console manufacturers? "Tha 
industry as a whole has a responsibility to 
address issues which arise from piracy, and 
not just from a revenue standpoint. The whole 
industry is damaged by sub-standard, pirated 
material," says Fox, rather disingenuously. 
"That said, the vast majority of Xbox owners 
are not focused on this issue. Instead they 
are focused on getting their hands on great 
games," he continues, before reminding 
Edge of just how many great games are in 
ihe pipeline. 


Microsoft's action so far has been to 
quash any developments as they emerge, 
including software that isn't directly linked 
with piracy but still facilitates it. Whereas 
Sega took a more sanguine approach to the 
homebrew community, and even condonad it 
on an unofficial level, Microsoft are taking à 
zero-tolerance approach to any releases. 
Xbox MAME, a fully-functioning arcade 
emulator that would play MAME roms but 
required a chipped machine, was closed 
Gown the moment it gained widespread 
release over the Web. Fox once again refuses 
to pass comment on the specifics of pertinent 
legal matters such as the MAME casa, but 
adds a general caveat: "While the hacking of 
game consoles is not a new phenomenon, 
neither ۱5 the fact that we will pursue those 
who infringe our and our partners’ intellectual 
property.” Clarifies Callaghan: "Microsoft 
closed down the MAME project due to the 
developers using an official Dev Kit, which 
was illegally released on the internet and 5 
only intanded for legitimate developers. " 
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support the art, science and business of 
making games." 

But the IGDA isn't the only organisation 
showing an interest in the potential 
synergies between academia and the 
development community. The UK's 
professional trade body, TIGA, is also doing 
its bit for academic/development osmosis, 
as CEO, Fred Hasson, points out, "We set 
up an education Special Interests Group 
(SIG) in January this year and, preceding 
that, we did a trade mission to Japan to 
iook at the creative process and the 
differences between how they do it in 
Japan and how we do it here." As he goes 

on to point out, there's also a lot of links 
Detween universities and developers at a 
local level. "Blitz, for example, has links with 
Warwick University, and | think Hothouse 
has done stuff with Bristol." 

The main significance of TIGAS 
riolvement is the work that it's doing 
towards evolving common educational 
Standards. "Back in January when we had 
our first meeting, we agreed to set up some 
working aroups with a company called 
Skillset and basically mapped out the 
different skills that relate to being part of a 
development team. At the end of the 
summer, we'll be doing a roadshow round 
the country to present the findings of this 
report, and to get feedback from a larger 
community of peopie, if they don't like the 
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and the summit provides the platform for 
this debate." 

The Academic Summit comes at a time 
of increased interest in videogame 
development from the academic 
community, 85 demonstrated by several 
recent academic conferences such as 
Bristol University's ‘Game Cultures’ session 
(E101) and the launch of ‘Game Studies’, 
an academic journal devoted to the medium 
(E109), Recent months have also seen the 
Computer Games and Digital Cultures 
Conference in Finland, which featured 
Warren Spector as a keynote speaker 
(www.gamesconference.arg/cip.ntmi), 
and a senes of lacture sessions at E3. 

The advantages of such interest for 
the videogame industry are broadly 
threefold: trained :2፳ሩ working 
from a common body of technical 
expertise; the evolution of a critical 
vocabulary and theory of gameplay; and 
the development of gaming techniques and 
products as tools of learning. There's also 
the fact that acadernics can pursue 
concepts and prototypes that might not 
be sustainable in a commercial environment. 
As Emma Westecott, of Zero-Game 
Studio, puts it, "We all have much to gain 
from working together; a highly educated 
workforce, theoretical analysis of the 
medium from an applied, academic and 
cultural perspective and resources to 


GDCE gets Academic 
This year’s IGDA Academic Summit reflects timely convergence 
of academic and development communities 


he second annual Game Developers 

Conference Europe, which is to run 
from August 27-28 at Ears Court Exhibition 
Centre, will this year feature an IGDA 
sponsored Academic Summit. The inclusion 
of the event follows the success of a similar 
two-day conference that took place earlier 
this year at GDC In California, and reflects 
the arowing convergence between the 
development and academic communities. 

The reasons for extending the 
conference to Europe are simple, according 
to the IGDAs Jason Della Rocca, who is 
organising it. "Over the past year the IGDA's 
Education Committee, led by industry 
veterans Warren Spector and Doug Church 


"One lecturer told me they were interested in 
‘shoot-me-ups’, while many think the most 
innovative game ever is Myst" 


has been doing a lot of work to build 
bridges with the academic community. For 
gaming to have a healthy future, the two 
Sides must cultivate a deeper understanding 
of the ideas that drive gaming, the 
expenences games offer to players and 
the implications of those ideas and 
expenences on the aesthetic and cultural 
significance of this young art form." 
Matthew Southern, of Liverpool John 
Moores University agrees. “This summit 
allows us to break some hermetic seals, but 
it also reminds us that within each "world' 
there are a plurality of approaches, attitudes 
and pnorties, which can often conflict. 
More disagreement and critique will lead to 
more robust theorising and development. 


[Game Developers 


Conference Europe ' 








Last year’s GDCE saw contributions from developers like Frontier's David Braben and 
Elixir Studios' Demis Hassabis (above right). This year they'll be joined by academics 
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What's on the agenda 


The IGDA Academic Summit will take 
place on August 27, and consists of the 
following sessions: 
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tain mno Conceptual mon 
qurm, ag: madhesi kira nmay 

ba hiddan trates od) tales, . 


Curriculum Case Studies = highlighting 
universities that have already implemented 
videogame related courses. Speakers 
include Matthew Southern of tha 
International Centre for Digital Content at 
Liverpool John Moores University and Jon 
Purdy from the University of Hull 


LI n i 
il a 


Games & Learning - a panel discussing the 
potential for games to be used as tools for 
learning, moderated by Simon Le Jeune 
and organised in association with TIGAS 
Education SIG 


IGDA Curriculum Framework — in which 
IGDA's Education Committee discusses its 
work towards establishing a garne-oriented 
curriculum. 





Games Research: Impact & Strategies - à 
panel featuring Charles Cecil and Jesper 
Juul and moderated by Emma Westecott to 
discuss the benefits and role played by 
acacemic research in videogame 
development. 


London's Earls Court Exhibition Centre 
will provide the venue for this year's 
GDCE, which precedes ECTS 2002 





Open Discussion - moderated by Jason 
Della Rocca, letting everyone In attendance 
way Its set out, this gives them a chance to ask questions or make a contribution 


say so. The actual benefits are that it will “It [5 becoming established that a game scnol ar Cy ne በወ 


help accreditation of courses, itll help 


companies in job evaluation and has to be as knowledgeable about games as a Speeches - consisting of three short 


speeches by some of the 25 students 


recruitment, it'll help with qualification movie scholar has to be about movies" sponsored to attend GDCE. sponsored by 


Gesign, and trunk those Aare Very Sony Computer Entértainmant Europa and 
important factors Argonaut Games 


In spite of the positive steps being taken leader ‘only read plays', but "intended to seen happen ሀገ the broadcast industry 
سم‎ = = ۱ ۹ Visit www. -Burope.com Or WW, Ka 
by IGDA and TIGA, some developer watch a few soon’, they would arguably be ind the general media industry, where nine ung 
ብ or contact Jason Della Rocca on 
resistance to academic intrusion remains sacked. Bandwagon-jumping is common - there's a low perception of meda 


jason@igda org for more information 
As Jesper Juul of the University of institutions take modules from film and udies degrees. 


Copenhagen puts it, "ል serious problem is multimedia courses, add ‘games to the title Which is why | think we need tc 





that many academics have simply payed and watch the applications treble. One concentrate on evolving a common 

ጋጋ few games, but | think It is becoming lecturer told me they were mterested in language. If you look across the whole of 
established that a gama scholar has to be ‘shoot-me-ups . Many think the most the business issues to do with 

as knowledgeable about games as a movie innovative game ever is Myst, and many development, | don't think we ve got a 
scholar has to be about movies." But over-emphasise the importance of very evolved discourse or dialogue or 
though things might be changing, Southern narrativa, Videogames are lumped in with debate àoing o 


can still recount one or two academic homor ‘multimedia’ and ‘interactive art’, when in It's this need for evolved discourse 
stones: "| was recently invited to validate a fact they are videogames.” that is shaping the current confluence of 

/ degree in game study and design. The But Hasson is optimistic that TIGAS academia and development. Going 
course leader effectively said that the staff nvovenent can eliminate such Dad forward, the 213 plans to make the 
cid not play that many games, but that they practice. "We need to ensure that we've got Academic Day and Summit yearty activities 
would do over the next couple of months’, an affordable base of well-qualified people at GDC in America and Europe. Anybody 
and that on such a modern course , tha working in the industry and therefore we interested ዘገ the area snouid contact 


students would bring and play their cwn don't want universities to waste any effort in Jason Della Rocca jason@igda.org) L= 


choices. If that were a fim course, and the producing the wrong people — which we've about getting involved jc 





(formerty Time) is also making use of the 
system. Furthermore, Tribeka itself is panning 


to open three stores itself, ina Dd to 
demonstrate the system's potential and acid a 
revenue stream to that generated by the 
transactions conducted by other retailers 

The system currently covers software for 
PCs, Macs. PDAs and Linux platforms, though 
the company is in talks with Sony and Microsoft 
about the possibility of extending this to 
feasible to produce DVDs. “We're still working 
on getting DVD fast enough and econornical 
enough for it to be viable." explains Stenberg 
At the moment the generation costs are too 
expensive for a gama, Bul (nats consistent with 
the fact that in 1998 CDs were too expensive, 
so as DVD becomes cheaper we will move 
forward with it." 


And although wide-eyed analysts have 


the open architecture of its systems, this 
remains a possibility. The main focus, though, is 
online distribution. The company's system 
presents customers with an http link that allows 
immediate download after completion of a 
credit card transaction, with an applet ensuring 
that the process can be continued if it's 
interrupted for any reason. 

As Neil Ferris. the company's CEO argues, 
the chief advantages of the system are choice 
and convenience: “Retailers get to offer a 
greater product range to consumers without 


Digital distribution takes off 


Console big boys continue to drag their feet, but digital 


ecent months have seen the more extrema 

elements of the Intemet rumour-mondger 
community touting all sorts of possibilities 
regarding PlayStation. Specifically, rumours 
have touched upon tha possibilty that the next 
instalment of Sony's behemoth brand will move 
towards exclusively downloadable content at 
the expense of physical storage mecha. 
Nevertheless, both Sony and Microsoft 
continue to drag their feet when it comes to 
getting this generation of gamers online, while 
Nintendo hasn't even got as far as dragging Its 


The utopian vision of digital distribution isn't 
far off, and a handful of companies are already 
paving the way for secure downloading 


having to invest or develop extensive systems 
to securely store and deliver tha digital games. 
Tomado Virtue takes care of the storage and 
tuffmant of digital orders, meaning that the 
performance of the retailers’ websites are not 
attected by the downloads." Currently the 
company has agreements with several 
publishers, incuding Codemasters and Empire, 
and Take? Interactive 

But while Tornado pursues the traditionally 
mooted form of online distribubon, Iribeka's 
SoftWide delivery system is potentially more 
interesting. Unlike Tornado, Tribeka continues to 
offer in-store digital distribution. offering an 
alternative to end-users downloading content at 
home, but still carrying the advantages of 
reduced costs and increased choice, 
Sianificantly, its widespread adoption may also 
hap to reduce the deleterious effects that 
Current retail monopoles have on the creative 
success of the industry, and is likely to be 
unaffected should the widespread adoption of 
broadband take longer than expected. 

Founded in 1997 by CEO, Daniel Doll 
Steinberg, the company's system allows 
retailers to burn CDs in-store, as well as printing 
a label and manual that are of comparable 
quality to those contained in conventional 
boxed software. Having conducted trials with 
tna likes of Dixons and WHSmith, tha company 
currently has agreements with with 150 
software publishers, such as Ex9os, Activision 
and Lego. 

With tive systems already in place at the 
moment, French chain FNAC is planning to roll 
out SoffWide on a commercial basis towards 
the end of this year, and Computer World 


feet. But the utopian vision of digital distribution 
ገ t far of, and a handful of companies are 
already paving the way for secure downloading 
of gaming content, and are poised to take 
advantage of the expected, though tardy, 
broadband boom 

Tomado Virtue, for example, currently offers 
secure delivery of digital downicads through its 
Secure Digtal Delivery System, already in use 
by websites such as Virgin Megastore and 
Books Online. After a recent merger with Virtue 
Broadcasting, a streaming and webcasting 
company, the company is no longer focusing 
on in-store kiosks fas ۱۲ was. in E33), but given 


QM 


Tribeka's CEO, Daniel Doll Steinberg (above), founded the digital download company in 
1997, frustrated by the refusal of software retailers to stock software for his Apple Mac 


distribution of gaming content is fast becoming a reality 
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Macintosh versions of Halo: Combat 
Evolved, due for release in summer 2003. 
The two versions will be developed by 
Gearbox Software and Westlake Interactive 
respectively, The company has. also reported 
that Project Gotham Racing and Dead or 
Alive 3 have reached wordwide sales of 
more than a million units, with US hardware 
Sales increasing by 137 per cent in the wake 
of the May price cut, The news isn't all good 
claimed tha! Microsoft is tosing $750m 

next year's losses expected to top $1.7bn 
(°720m), Nevertheless, Microsoft's cash pile 
is more than sufficient to sustain auch losses 
in the interests of achieving widespread 
presentation of Xbox Live — which, it has also 
by Level 3 Communications in North 
America and Europe. Expect a full 


Wall Street Journal, in which Sega declared 
its Intent to acquire US and European 
software houses, director Hiroyuki Soga 
recently steppe in to deny reports that the 
company Was in talks with Infogrames and 
Midway. With EA the only potential 
acquisition target ruled out in interviews, 
speculaton saw the share prices of several 
companies receive a brief Tilip, including 
Infogrames, which has a strong trancivse 
focus but is saddled with considerable debt. 
It's now believed that Sega is looking for 
smaller targets, 


Now in ths third year, the annual Dare to be 
Digital competition organised py Scottish 
Enterprise Tayside, Dundee City Council and 
Abertay University, is set to weloome five 
students from the prestigious Intemational 
Academy for Media Arts and Sciences in 
during the suminer at Abertay competing 
with six Scottish teams to develop a 
concept for a games product, with the 
winning team set to pick up à prize of 
Abertay's undergraduate and post-qraduate 
courses in Computer Games Technology, 
visit httpz/Awww.abertay-dundets.ac.uk/ 


Tornado Virtue CEO, Neil Ferris (left) has 
moved away from in-store downloads 


Tribeka's recently opened flagship store, on the King's Road in Chelsea, provides a 
showcase for the potential of the SoftWide system. Several other retailers are set to follow 





If retailers pass on cost savings to customers, 
lower costs will mean a wider choice of software — 
gamers will truly be able to vote with their wallets 


associated with distribution or returns.” 

But while the benefits to retailers and 
fistributors can't be overlooked, it's the benefits 
to consumers that Edge ts most interested in. H 
retailers Dass on cost SEI icm. toO Customers, 
lower costs will complement a wider choice 
of software. Garners will be able to truly vote 
with ther wallets: obscure ties that would 
be Quickly pulled from store shelves Dy 
current retailers would be constantly available 
using such a system - resurrecting the 


jossibility of a steeper hit, or à word-ot-mouth 
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Other products miant not be worth a retailer's 
while to Stock, except in low numbers, so this 55 


| way for them to carry a ful range of 
Meanwhile, publishers benefit from 
elficency: “Publishers benefit from a wider 


product range in store; 8 more efficient channel 
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heen predicting that (the rise of broadband wil 


bring with.it Ine demise ot bricks and morta 


retmlers, Stenberg is bullish about the 


every year. So iT widespread broadband 


penetration comes about ዘገ 2007, the market 
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Literary Festival Adds Ludic Lustre 


PlayStation's ‘Pilchard Teeth’ fanzine introduce themes of play to 
add brio to Clerkenwell Literary Festival 
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Now 18 its third 5ጻህፎ "Piltharr Teeth is 


put together ny "TT LORI CONE n s event. با نحص‎ Edge has ti Edge columnist Steven Poole als was the diversity exhibited by the schedule 
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Stepnen Armstrong. Dave Green and 
James Wallis over this thorny question 


decided to knock the door down at 
midnight, because they were after someone 
who works for the Tardis, Fortul M ithe 
bouncers saw them off, but it was quite a 
frightening moment for a literary festival.” 


Thats not the only way ዘገ which the 


Slerkenwell Literary Festival proved unique 
though. Indeed it's surprising that videogames 
should even be jered worthy of a 
erary festival, as Hodgkinson attests: "It's 
quite rare to include cultural ۲۳۱۳۵۲۱۵۵, D. 
tor the organisers of most literary festivals, it 


wouldnt even occur to tham to nave some 
Kind of videogame debate." 

But the event also highlights the 
sophistication of PlayStation2's stealth 
brand ng campaigns, demonstrating the 
merits of investing in something like ‘Pichard 
Teeth’, which is distributed in bars and 


ndependent bookstores and record shops. 
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Mario gets off to muted launch 
Sales figures belie the deserted Tokyo streets that greeted the most 
eagerly anticipated software release for six years 


ven the jong wait for the latest instalment in the 
adventures ot Miyamoto’s paradigmatic plumber, the 


Streets of Tokyo Were strangely empty for a lai inch that was 
greeted in a rather subdued fashion. In the face of an 
ሂ355 1ርቫ 8 shing E absence ግ tha 


Fe 


xihabara queues that normally 
greet major software releases, it's eve 3 
Nintendo went so far as to ask some stores to delay their 
opening in order to build up queues for photo opportunities. 
While the lack of opening day hype reflected Nintendo's 
Own reluctance to promote the title, there were also some 
concerns voiced about the game's camera controls, and 
the decision to use English language voice acting = 
ahenating the perceived audience of schoolchildren. 


and suggesting that Nintendo 5. current occ remains 


ነ As Sony reaches sales of TO million 


resolutely US-centric 


۱ PPTA ን N any ‘the line up for 


| The show Wil be held from August 29-35 at 
| London's Earl’: Court Exhibition Centre, and 


Wil feature a raft of thirdparty publishers, 
Including Namco, Square Soft. Actvisien, 
Capcom, 54:6, Electronic Arts and Konami, 


to the accompaniment of ive music and 


NL ከ ሰለላ ea han ከቀነ ሐ at: 


-EB each iplius £1 booking fea) and can be 


booked by calling 0870 739 8700. More 
information can be found at PiayStatlon's 


ሸር website, gotas 





In spite of this apparent lack of interest from the 
pa anese ۳9 c, sales of the game were considerable. Of 
ped at launch, 240,000 units were 
sold on the day of launch, with this figure increasing to 

335,000 by the end of the weekend, making some 

hex dium towards the million units that Nintendo hopes to 
sell before the end of the year. But while these figures are 
reasonably impressive, it's a sign of the times that a 
character which once eclipsed Mickey Mouse in the hearts 
and minds of US schoolkids should be outperformed by 
VVarcratt fl, which solid a million units wordwide in just 20 


days. It will therefore be interesting to see how حول‎ 
i | 4 -5 
successful Mario's reconquest of Amenca will be, | መመ 


nthe በበር s year of a cora 
| ی سیب‎ delta 
| promoticnallavents to highlight the — — 
ር 0 l Platform RIA. a COT AA SNORE ای ۱0۱۱۱۱۱۱۱۸۱۱۱۱۱۱ ای‎ | desirability of the GameCube. From the end 
۱ ‘of July. the GameGube has been promoted 
ዘ! ርዕበዚስነርከዐፀ with Toys ۳ Ls across 
Japan, featuring playable versions of the 
forthcoming Legend af Zeida anid Mano 
Party 4, and breaking With tradition, tme 
company has produced demo discs to make 
| available for free in Japanese retail stores, 
| Closer ta home, the company has. 
announced a UK C1 millo marketing push 
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Recently Reviewed 


Edge brings you a rundown o! last issue's review scores 
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Neverwinter Nights 

Lost Kingdoms 

Age of Wonders Il: The Winard's Throne 
Castlevania: White Night Concerto 
2884 Z&tsumei Toshi - 
Barbaran PS2/Xbox/GC 
Freekstyle PS2/GC Electronic Arts In-house 

GT Concept 2002 Tokyo-Geneva PS2 SCEE Polyphony Digital 
Otostaz PS2 SCEI In-house 

Pinhal of the Dead GBA THQ Wow Entertainment 
GT Advance 2: Rally Racing GBA THQ MTO 

Hunter: The Reckoning Xbox interplay High Voltage 

King of Fighters EX GBA Big Ben Interactive Sammy 

Prisoner af War Codemasters Wide Games 

Tour de France P&S2/Xbox Konami In-house 
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The lost ons foie هه‎ touch Edge from 
ELSPA suggests les that thé UK videogare ecxyarné 
soitware market is booming, Recently | 
released sales figures, sourced by Oran- 
of this year incredsed by 13% compared to 
last year, Declining unit sales point ro à 
. decrease in the sales of budget sottiüre. 
Allied to the tact that spending on console 
software increased by 22%, these figure. 
. suggest that the jnidustry is currently. 
reaching a peak > corfirming the imptession 
Given by the profusion of licenses and 
sequets on display at this year’s EA 
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ARMing the future 


The future is 3D gaming, even on low power handheld 
devices, says embedded chip designer ARM 
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Game Boy Advance finally nit tne 
shelves, According to Noel Hurley. 
the company's segment manager for 
consumer entertainment, it's a 
common timeframe for a complex 
piece of consumer electronics. 
Although the wait in this case wasn't 
helped by the fact the finished 
bluepnnts sat in a safe at Nintendo 
while the company waited for the 
Pokémon/Game Boy cashcow to 
die down 

More than just an interesting tale 
however, this throws up two interesting 
corollaries. One is that for all the 
plaudits it's gained, the GBA 
launched relativ Sy undernpowered. 
"The ARM? core used runs at 16MHz 
while a Compag PAO and even some 
mobile phones now nun at 200MHz." 
Hurley points out, explaining 

aemonstrates what can De done 

when a processor's power is focused 
on geming 

The other corollary of the GBA 
zi gestation penod is that because of the 
2004/5," Hurley says. In the nature of the business, it takes a long 
meantime, ARM has an agreement time for ARM's products to feed into 
with UK-Java platform specialist the marketplace. One of the UK's 
superscape to use its Swerve success stories of the 90s, ARM is a 


۱ 1 1 ۶ 


Building on the core 


anh tion 
As well as Nintendo's GBA, ARM chips are 
also used in the majority of mobile phones 
as well as being in 8 range of other 
devices trom PDAs to digital cameras, 
modems, routers and calculators 


networks," reckons Hurley. 
technology to fill the gap. This sees 





pixels using full-screen anti-aliasing 


takes about 6ÜmW of power, on top 
of the 30mW needed to run an ARM 
core. "That's wel within our power 
budget," says Hurley. Using 
Superscape'5 i3D engine (see 
boxout), the result is a high-level of 
3D sophistication. “We could hava 
used smaller 3D renderers,” says 
Hurley of the i3D enaine. *But we 
wanted to maintain the featureset 

at the level of DirectX 7 or 8-class 
games so developers don't have to 
spend ages ripping up their j zz 


coda to get it to work." LER 


With this in mind, ARM's big sell 
for the future is System On Chip 
(SoC) technology, which combines 
the functionality of its CPUs with 
dedicated 3D graphics hardware. 
Don't expect an nVidia-style brute 
force approach though 

"Bandwidth is a big issue in the 
embedded chip space," Hurley points 
out. “3D graphics has traditionally 
eaten every transistor thrown at it, Dui 
theres no way we can do that. And 
we want as litte activity as possible 
on the bus as that burns power." The 

size of the graphics hardware has to 
bê tiny too. Ihe resulting design 
integrates Imagination Technologies 
tie-based rendering PowerVA MBX 
graphics core. Available in two 
options, MBX and MEX Lite, it onhy 
adds three square millimetres of silicon 
to the 50-odd square millimetres of a 
typical ARM core 

Perhaps more important is the 
fact thal running a game in 320 x 240 


world-leader at designing the 16 and 
S2bit embedded RISC processors 
used in low powered devices such as 
handheld computers, digital cameras 
and other devices. An intellectual 
property (IP-based business, ARM 
designs chips and then sells them on 
to companies who actually make them 
It takes about six months for us 

to produce a ጋው specication and 
then six to 12 months to sell that 
to the semi-conductor companies,” 
says Hurley. "Thay need to take our IP 
and tum it into a chip, which takes 
another 12 months." There's another 
six to 12 months for the OEMs to 
design and fab the motherboard. Only 
then can anyone think about releasing 
a product 

But if that's the bad news, the good 
news is ARM's five-year plan predicts 
gaming will be a major driving force for 
handheld technology. "The mobile 
phone people are hot for 3D. They see 
games as a big criver for 3G 


its Swerve Client Lite softwar 
rasteriser providing entny devel 3 
performance, as wall na th 
integration of the Swerve Û 


angine and proprietary mock 


download size of a i 

Onder to oe games bo work on tne 

LALI engine, developers musi us 
aves pro 88.21 any tools, whicen 

plug into 3ds max, converting 3D 

models inta the correct format foi 


the technology 
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One example of the flexibility of MotionBuilder and the 


FEX file formal was demonstrated during Se 
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asa could then be previewed in realtime in-game to 
check the actors’ p ۳ correct 


FO! exon 


bars i 
WEE. ۱ 


both Time and money 








Superscape's Swerve technology càn run on ARM's cores to 
provide 3D rasterising in software. Its i3D engine can also 
be used in conjunction with Imagination Technologies MBX 


BOWS developers to write ther own 
importers and exporters as well. 

Version 4,0 also sees improvements to 
the MotonBuilider interface, which now uses 
an intuitive drag-and-drop approach. Other 
features include automatic character rioging, 
facial animation and lip-sync tools 

Running on Windows AP, Linux and 
Mac OSX, the package costs $3,500 
P2 234), the same as a yearly license for 
the FBX SDK es to Besner, 
Kaydara is also considering the release of 
sub-51,000 (D638) product based A = 
on the MotionBullder core in 2003 መሙ” 


ከህ 





Forward Motion 


Kaydara's new MotionBuilder3D character animation package 


realtime data; tis being a preresquite for 
motion capture. This makes MotionBullder 
a more flexibla package in which to demo 
animations compared to the majonty O 
packages, in which artists must load modes 


nto a game engine or other previewers. As 


well as dealing with motion capture data 
animators can use MotionBuilder to add 
kevyirame animations and inverse kinematic 
motion to their characters, providing them 
with plenty of flexibüty 

Another reason for MotionBullder s 
Growing usefulness is Kaydara's FEX file 
tormat. Because motion capture data 
needs to be exported into a huge array of 
different software packages, the format has 
standard for 3D 
datasets, a5 well as being abie to hande 
2D data, video and sound. Kaydara has 


become the oe facto 


recently released a FEX player within 
Apple's QuickTime 6 player, which enables 
any 3D dataset to be viewed via an 


interactive 3D camera. An SDK for FB 


can do a lot more than just deal with motion capture 


W eli-«nown amongst the motion 
capture fraternity, KayGara hardly 


ranks alongside high profile companies 
such ሼ5 Lscreet and Alas Vavelront ዘበ the 


“ከ... ሥሪ መ 
ne آبا‎ ቪሆ ای‎ 


radar of most artists 
animation tool specialist 55 hoping that the 
atest release of its software package wil 
change this however. Previously called 
FILMBOX, version 4 of the product has 
been renamed under the more transparent 
MotioniBulider moniker 
"MotonBulilder should be complimentan, 
to Maya and Max. Renaming it will help 
overcome peoples' prejudices about 
FILMBOX being a motion capture-only 
package, explains Kaycara president 
Michel Besner 

Although onginally designed to abow 
animators to clean up and attach motion 
capture data to their models, the featureset 
of MotionBullder has seen ite usefulness 
extended in the animation pipeline. One 


reason ۱5 that the package can hancdie 





WwWww.alilaswavetront.cor 


Alias|\Wavefront goes for special shader effects 
with the latest version of Maya, Maya 4.5 





Alas ponts to include fiery explosions 
nüucieasar Dass and comets 
hec rnajor breakthrough in 

Maya 4.5 5 the Ocean Shader, which, 
unsurprisingly, will allow modelling of 
open water effects such as waves and 
toam. In addition, because it is integrated 
with the rest of Maya, objects will fioat 
naturally on the surface and react in a 
physically mocdesied manner tO 
waters motion 

Improvements have also been made 
to the polygon modelling tools and 
conversion between higher order 
Surfaces 65 now promised. This means, 
tor exarnpie, (hal arisis wil be abe to 
switch models from subcdrvisiona 
surfaces to NURBS and back again. 
Game Mona should be keen ۵ 
play with the added features of Mayas 


API, which have been beelted ur 


pariculr rmBepeci TO Wr] DOE = 

ቶ hu Aus =e = 
É ی‎ 

and vertex snaders. — 


major release of the 3D graphics 


[—— ግ m. i m و رن .& سر بت‎ 
IBC) Bees Me (ችታ ርክ ቪታ Lined 


version of Maya, Maya Unimited 4. 
Teatunng two major new technologies 

Fluid Effects provides tools to allow 
users to create Complex atmospheric, 
VISCOUS liquid, pyrotechnics and space 
effects in an integrated manner. According 
to Bob Bennett, AllasMWaveftront s general 
manage, tis wil provide developers with 
new opportunibes. “The release contains 
numerous enhancements that will give our 
users the ability to create visual affects and 
animations that were traditionally aimost 
በፍ ۱۵ acheve. and mat s nal 
counting the astounding mntegrated Huc 
Effects," he says 

The types of affects that will become 
simpler to create will include combinational 
effects such as cigarette smoke which 
Mixes volumetric fog with small paricies 
as well as thick fluids, which act partly as 


liquicis and partly as solids. Other effects 





penal effects are sns the 
eblood of the games 


= 


industry. just as 
(hey have come to cominals rne moves 
New shaders afiects could potentially 
revolutionise the visual quality of games; 
something both Microsoft and nVidia are 
enabling win their new graphics 
progrannminag languages. And now 
AkasWavetront, developer of Maya is 


also getting in on the act. The seventh 


Wn 
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Redesigned and renamed, MotionBuilder should become a useful tool for all kinds of animators 


cx. Extra Life 


US: Handmade and (paradoxically, given its subject) lavishly lo-fi, 
"UP" is an ink ሰ paper fanzine styled around videogame culture. 
It's the creation of Raina Lee, a fanzine veteran and freelance 
writer from California who previously worked as a games publicist, 
and includes essays like 'How Tetris Saved My Life’, ‘Pac Mom’, 
and, improbably, a feminist reading of Um Jammer Lammy. 
Kathleen Hanna of 'Le Tigre’ called it “that beautiful "zine about 
videogames,” which should be recommendation enough for any 
Riot Gris or their meek, whimsical boyfriends; other Edge readers 
may just wish to up their intake of smart, passionate, independent 
writing. 1 UP' costs $4, and issue #2 should be out now. Mora 
details at http://www. 1up-zine.com 


ce» Crate Expectations 


UK: So Edge is sitting in Edges office - as Edge is paid to do 
throughout the working week, obviously -- cheerfully playing 
games, fielding phonecalls, and writing the next issue of Edge. 
Multitasking is one of the benefits of being a multi-limbed entity; 
conversely, finding clothing to fit is a bitch. The two heavy wooden 
crates arrive about rnidday, stamped 'Produce of Japan' and 
nailed firmiy shut. That means they're near-impossible to break 
into, but some many-armed improvised crowbar-ing later, Edge is 
the proud owner of several Nintendo-branded t-shirts, a couple of 
sweatshirts, and two Donkey Kong doorstops. To what end? 
since they won't be publicly available, Edge has no idea, but is 
impressed that Cake Media, Nintendo's PR company, correctly 
guessed Edge' size. 


Soundbytes 
nintendo are joing with sega to 
console Just look at the facts 
ga boss was on stage with shig- 
gy playing aide thay hvee both sead that 
ون‎ cem are making no more sytems even 
though nintendo are doing well .sonic is 
going to apear in the new mario cart" 


Edges internet informant details the future of eisctronic entertainment in 
an unsolicited email. Which he sends to all of Edge. Several times. 


"You can move down the hill. This you do 
using your Game Boy technique.’ 


Bicl-up.tvs Peter Simon tries to sell you a copy of the GBA version of 
Sean Famers Pro Snowboarding 


"Play the X-Fire SMS mobile phone game 
and you could win a Nintendo X-Box" 


channel4,.com offer an interesting prize for ane of their competitions. 
Just think of the eBay value 


“It is apparently quite easy to do, using the 
left, and the right, and the... Game Boy 
Advanced technique." 


Peter Simon moves on to "Martin Haffman's f 
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‘involved in the process’. Siver styuses at around £75 can also / | PIEEO ANAA TN RON mont Mrd 
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+- Spies from the Eastem Block ۳ 


UK: Lego purists wil be outraged by the toy company's latest 

attempt to keep up wath the times. i the espionage 

hokum of "Spy Kids’ with modem tech, Spybotics are not only AM 
built with the aid of a PC tutorial but can be programmed to HANNO 
undergo several missions around a typical teenagers bedroom J^. d ) 
Although this requires an assortment of obstacles, including ۷ 


DOOKS, cricket bats and a desk lamp (to power up the energy | | Mu 


jewels, naturally) the Spybotic creatures are robust and offer | 
extensive fun for those with a bia imagination and a good PC j ያለና) 
Whether your bedroom floor will be tidy enough to allow for such Wee 
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ልክ, Lego and robots. It's a marriage made in / 
marketing heaven, at least as far as Out There goes —  " 
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Navigation is a different matter altogether. Spybotics are out in ANAC V | CM ለ. ONAA ያ !1||(ከ o A 
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August and will retail for 0, AUD 
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Australia: Super smart, and super sexy, Peter Boot's Multi-Player AN MN 
Simultaneous is Viewing: System uses a PC to double stretch the TRUMAN ያሰ 
ames to full resolution, and ۱ RA 2/2 MT 
then displays each doubled-up mage on alternate refresnes QU ML 
CD glasses that block out every other AAA oj NON 
irane, so, in theory at least, each sees their own half running on MES jM 
the TV. In other words, providing you can cope with à limited | (XA ^| | وی نا‎ 


top and bottom halves of spiit-screen 
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perey, Don't tke DoA3, VF4 or T4? Get 3D Kakuto TSukuru z 


instead, An(other) elaborate Enterbrain production, this Paz beat 





‘am up maker allows you to select the graphical style for 
Kick, punch: it's all in your mind. Design your very Your creation can be checked in realtime at any ' characters, c 2 your own moves (although 600-odd are 
own beat ‘em up with 3D Kakuto Tsukuru 2 time, The backgrounds are chosen from a list already included) and edit combos for 60fps twoplayer ርበ 
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UK/Sweden: Following the success of 61135 Sticky Balls 
(Geveloped with B one J, not, as previously stated. with 
DarkBasic) more Edge readers have revealed their pet projects 
Particularly noteworthy is Nao Noa, the product of three Dutch 


asian students who set out to produce an ondinal game in 





d | 
under three weeks. | ካይ end result, which aenerates eves Tom 
big Pamph سس‎ n t i i "a i AM "iem Puer "^ 
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demanding is Altitude by Miremare. "It looks like Anigntore, but 


تا ناکت 
plays like Sokoban/Boxworld," explains the shareware developer,‏ 
and, unsurprisingly, it's nant: it's a simple idea, and exoeptonally well‏ 


executed. The full version, with BO levels and a level editor, costs 


$10; curious boxers can download the shareware version for free 
tom. ፒፒ MSAN IT j= Ji fe CNT x: u f ፥ f = 15 ጀ ፒዛ ity 
production by industrious Edge reac je an online 
Bomberman done (http://www.smilingkenshi.net/murofegde 
i 
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(http://www, superhamsterball,com) 
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Maybe it's untair of Edge to accuse Phat a jf trying it on to 
quite that extent — after all, its new line of skateboards does 
feature the talents of "a top computer games house" who have 
taken time out from the Microsoft Xbox project to design a range 


of special graphics". And, if nothing else, skate culture editorial 


You push the crates, and you get to the door. It’s a | Anyone else with an interesting homebrew project? proves Edge دا‎ do Scd A አሁነል፡ ከህ oes Ir 
very familiar concept, but beautifully rendered. Do tell: Edge wants Torvill & Dean Pro Ice Skater -maiall alum? Ah. wes wr mek 
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Bath Gamestation's customer service 


Seemed genuinely eager to help Edge save n 
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They're skateboards, but with decks inspired by 
videogames. Not sure what videogames, though 
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advert does. A GC appears on the screen ageinsta 
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up by the handle and reveals the GC logo. The screen | 
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coma Minority Report 


While it's not part of the Edge philosophy to reward shameless 
















tie-ins, the quality of this Philip K Dick collection foroes an 
exception. Re-issued on the back of the Spielberg/Cruise / 
vehicle, ‘Minority Report’ (the book) consists of mne short stones in 
demonstrating i the scope of Dick's vision. 
Written quickly, usually under the influence of c are speed, | 
nis stones’ bare-boned pace more than makes up for their lack VN 
۱. ۱۲5 a style that's made Dick beloved of move writers. | 
As wel as 'Minonty Report’; “Total Recall’, “The impostor’ and ነ 
Screamers’ are also based on stories in this collection. ۱ መመ | 
mterestingly all feature protagonists having to think ther way out uU | n 
of confused and dangerous situations. It almost goes without nye ያ  ° = tii — . 
Sly ind, TOF EEA le. that ዘ ac TUSE character ini "Minority , nV j i | | 
4, for example " arac | ۷۵۷۷ Troy vw NN women + "Then, GC in hand, our plumbing friend jets oft into 
Report’, Anderton, is a chubby man in the midst of a No cubercullure bottom mtt 
retirement crisis. Dick's brand of science fiction always being ۱ 
more about the identity of the wordng man than the role of 
wnizzbang technology 
some of the other stories, such as "Oh, to Be a Blobel!" and 
‘Faith of our Fathers’, have dated though. In contrast to the 
predictive quality of Arthur C Clarke, Dick too often reverts to 
Stock archetypes: the amoeba-like Blobels or the thought-police 
ዛ IORA = ፪ D mun im የ፣ዝር፡ፎሯ 1 at TE ክር man x xc ዛ Write n ۳5 3 UE ار‎ 
way to virgin territory. And with a nod to Kafkas “The 
۱ ۳ aera barter pa. 
Metamorphosis’, "The Electric Ant’ is worth the price of the 
book alone. | 
| 
z.c3 Rethinking Women + Cyberculture سس‎ | 
| ; 
| ۱ A 
l | 1 
OyberFeminism, like games for girs, seems to be ona of the | Pm ۳ص . ار‎ **_ _ _ ; ۱ 
۳ z ///4 | y 
perennially intractable problems of the digital age. Sure, everyone | Fs yê sama im ከን ኻብ ዘፍ] ብብ ኮና ይ 5 ሯዌ መጠን ee | 1 
can agree on a few pointers: Donna Haraway's 'ል Cyborg | | JE መ s ibi and | 
Manitesto', Sadie Plant and Lara Croft being the three popular / | 
ones. However, ite progress seems to have been made in | 
terms of what an acceptable female rola model should be. Does | 
a lesbian-reskinning of the rebel-without-a-cause hacker work? ۱ | 
What about Trinity from The Matrix? > How about the heretical 1 
| 
showstopper: Can women even write decent sci-fi’? | ይ Ma weet CD f 
- | مج‎ ገሽ £2] 7 
Reload’ tackles this final point, at least, head on. Its | ህመሙ P o “<= از‎ 
; | تسه‎ garni بسا‎ 28 5 
approach of interspersing academic papers with examples ol j Dp NUS A 
feminist sci-fi 55 novel but works, if only to break up sore of the | —— - 
| rT 
drer discourses. It's also to the credit of the editors, Fianaga | i y 
and Booth, that the fction usually throws some light on the | ۳۳ http yJiwww.batá NN ۳0۳ " 
surrounding earned discussions ۱ | | | MU DU 
m. ub ues dius E ሚሜ " سا نس‎ 2m ; | | | ut MM 
But on the fundamental question of finding a valid approach | / # 
| 9 Af Ls J ^ | 
to cybercutture, the jury remains out. Most researchers seem Ew wen V akyse oi he month 4 | 
Cked into defining cyberculture through technology. Thus | | 
187۲۱۳۱۳۹۳۵ it becomes a case of prettiting objects and devices - A VU ተ 1 yOu dux | ۱ 
تین یساس‎ 3 preturyng COR and ۱ የ ያ ለ JH 
at its lowest level is akin to painting the VR headsets pink. There ۱ 
at its lowest level is akin to painting the VA headsets pink. There | about the greatest games aysterm af all time. “H's the N64." | ۱ 
also plenty of discussion of the transcendence of the body -- how 1 one at than says; "No way Dreamcast nest" replies | a 
TW ru wt A # ry ۹ | ' 
he cyberpunk role of swapping Tesh and blood for virtuality soo another. "I ini youl) find tat (fs te layStation," 5658 | | 
mera ith traditional feminism, obsessed as it 5 with | “ጋ The conversations going to circle forever. What can | 
physicality. Of course, the result is more questions than answers | do’ | 
ሰ Jl COUNSE | ۱5 moe questions Tian answe | you ? Simple: ‘You use the power of mains and the 1 
but ۱۳۱۵۷۵۵۵ demonstrate progress can be made UU ህዐ08:54 Edge Faden Database, which contains al the } 
ae LU sores Iro issue zero Jo the present day cross-referenced y 
MU with formats and issue numen, Then you sort the systems - 
//// |, tay average score, and you find aut the Nuon's the greatest ንጉ Maa 
| GAN 
games machine of alltime. Indisputable evidence presented. | 
| í 
| iy neat tabular form, everyone's forced tû agree, and the | 


|| conversation retums to Hannah vs Myleene. wi, 
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remove it, though. | can see a case either way. 
Heads or Talis?" ۱ 

و 

"Oh, | know what you're thinking. There's no skil, 
it's a game of chance, not like a videogame at all. 
But here's the thing, RedEye." She flips the coin; it 
spins, twists, and RedEye hears It hit the floor. "Now, 
| can see the coin. | know If It's heads or talls. And if 
you know as much about women as you'd like to 
think, you'll be able to see from my expression 
exactly which it is." She grins. "So which is it?" 

"Llahm." It's tails. No, its heads. No, her smile 
says talis. Talis. “Tays ahain." 

*Wugh? Wash ih hegs?" 

ሣኤ this is what it’s all about. Games that 
Make you crash and burn when you fall, games 





“Ig wash hegs, washn't ih? Shig! Fug!” 

"Games like Tekk, that trash your savegame 
a videogame that one, very much a computer game 
- nerdy, absorbing, ugly, solitary. But God, when you 


"Slip of the tongue. Heh." 

"Egh?" 

“Just thinking about semantics. Dental joke. 
Want to hear what | think about videogames?” 

here's not enough pain,” 

RedEye tries to nonchalantly raise an eyebrow. 
But nonchalance in this situation is difficult to 
contrive, and he ends up looking ike Roger Moore 
caught in headlights. 

"An experience is defined by its low points and 
high points. This, for example,” she twitches the drill 
spasms, "is the low point of today's dental 
experience. Well, at the moment, anyway. But that 
just makes the high point," the dentist kisses 
RedEye lightly on the forehead, “even better. 

"So, how can we really enjoy the litte victories in 
videogarming uniess we've really suffered? Didn't the 


EDEYE 


sideways look at the videogame industry 


best moment in Super Monkey Bal come after 

hundreds of moments of last-life falling despair? 

But even that capitulates in the end, gives you 
“Still, loss can mean a lot of things. Semantics 


“This is what it's all about. Games that make you crash and 
burn when you fail, games that put the fear of God into you” 


made the thril of winning so much better." 
some bloody gauze from RedEye's cheek, and - oh 
God, it must have been tails - he lets out a sign. 

"All done," says the dentist, "Your tooth's going 
to be fine. It'll be a bit tender for a while, that's all. 
Brush around it Try not to chew on that side," 

RedEye's not really listening. He's just pleased 
he won't have a gap. Oh, and pleased he's stil got 
it when it comes to playing games, and playing 
games with girs. 

"By the way, it came up heads." RedEye looks 
down. The coin 855 there, heads up. The girl in white 
grins. “Lucky I'm an angel, isn't it?" she says. 
RedEye nods. Novocaine numb, he makes to leave. 


RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 


mouth, and places her tools on the table. The 
suction pipe and cotton wool remain in place. She 
reaches to a shelf behind her, and picks up a coin. 

“Heads or talis, RedEye?” 

"Egh?" 

“Heads or tails?” 

"Tays." 

“It's heads. Doesn't matter. Rubbish game. | 
really care either way? There was nothing riding on ሺ. 
you'd have won eventually. So let's make it a ittie 

"Wurgh?" 

“Your tooth. Now, it's hurting you, and it's boring 
me. So we can keep it or extract it. To be honest, 
I'm not sure it's worth all the effort of treating it, but | 
suspect you're going to want it saved. Quicker to 
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aybe it's the Novocaine — is that what it's 

called in the UK? Perhaps not; still, it's 

Such a pretty word — but right now, frozen 
in the dentist's chair, RedEye's never been more in 
love. The dentist looks like an angel, her white light 
lower left molar. Everything inside his head vibrates; 
above the buzzing and the clean hiss of the moisture 
suction pipe, the assistant hums whatever's on the 
racio. It turns out to be Nelly. Man, that just makes 


important difference. Its not just minor semantics. 
Can you open a litte vader, please?” 


RedEye tries. 

"Okay. Good. So let me see if l've got thes nant * 
She takes the drill, switches it with another. 
their bedrooms. They sit with heads inches from 
screens, with eyes fixed to the monitor. Computer 
games absorb you, fully — they don't permit eye-to- 
Or flirting, except online, with a keyboard and a gir 
who's probably a middie-aged man. 
Starts to skip along with each syllable. "I'm thinking 
they're retro-chic, simpie logos, bright colours and 
Sieek lines. In terms of image, videogames are 
show-off, pop-culture, trying to play you out as if 
your name is Sega. You want a purely semantic 
dissection? The word ‘video’ is sexier than the word 
You say videogames, and my head says sprites on 
skinnyfit t-shirts, quarters and cathodes and getting 

"Yegth." 

"vou really shouldn't smoke, RedEye. It's bad for 
your texth." The dentist gives a disapproving glance, 
fat and numb, fumbles across his mouth. 
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combat scenarios can be created on the fly. But 
perhaps the most collaborative vices 
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improvisations in between attending to the 
symbolic requirements floating down the screen, 
although this is stil largely a performative game: 
solo play is usually practice to show off in front of 
friends or strangers, rather than an end in itself. 
creative process, The player stil has to hit the 
right symbols in order, but she is free to choose 
the order in which she brings in the various 
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rhythmic and instrumental elements to each 
track, as well as being encouraged to improvise 
in the freestyle sections. And one might even say 
since — much as in tha Traveller mode of Rez — 
the requirement to gain a sufficient score is 
abandoned in favour of pure collaboration. 


IL is difficult, however, to program a computer 
opponent in such a way that it makes mistakes in 
à convincing fashion. Errors made by a machine, 
because we know that it need make no emors at 
all, are likely just to seem forced and patronising. 
Virtual Kasparov on the Game Boy Advance is a 
case in point. The first 20 or so opponents all play 
fairly solid chess, right up until the apparently 
drop a piece or allow a trivial forcing tactic. 
Strong chess programs running on fast PCs won't 
do that, but their style of play is still notably 
‘computerish’, and one feels as though one is. 
playing the board rather than playing an opponent. 
Even in Advance Wars' singleplayer campaign 
ona feels as though one is solving a dynamic 
puzzle rather than pitting one's wits against a 
contesting intelligence, 
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mths thet competion E S GPS actu 
Two creative minds vie and collaborate 
produce a beautiful point in tennis, or a Ex | 
ی‎ just as the apparent enmity of the 
opposing lawyers in court is supposed to 
constitute a higher, collaborative procedure to find 








“Because computer opponents lack true creativity, they have 
mostly offered brute tests of physical skill against more or less 
overwhelming odds: an impoverished notion of competition” 


All this is not to say that there is never 
pleasure to be had in ‘beating’ a game, in 
overcoming a set of well-designed challenges. 
But the ever-increasing popularity of online gaming. 
as Sony and Microsoft gear up to launch their 
respective networks, might serve to emphasise 
the point that in many genres, a computer 
opponent just never will be as satisfying as a 
hurnan one. We might hope, then, for more 
collaborative singleplayer experiences that 
allow us to journey with the digital system 
rather than just try to beat it. There is more to 
playing than just winning. 


Steven Poole is the author of ‘Trigger Happy: 
The Inner Life of Videogames’ (Fourth Estate). 
Email: trighap&hotmail.com 





the truth of the charges. In this way, singleplayer 
Videogames are very rarely competitive. You don't 


It is enjoyable, for certain tarmac-heads, to win 
hundreds of cups against the computer opposition 
in Gran Turismo 3, but if'you are in the habit of 
saving replays to memory card, they wil probably 
be of human-vs-hurnan races. 

Because computer opponents lack true 
creativity, they have mostly offered brute tests 
of physical skill against more or less overwhelming 
odds: an impoverished notion of competition. 
The scripted linearity that one still finds in games 
such as Medal of Honor: Frontline engenders a 
feeling that one is merely a lab-rat pressing 
switches in a cage, attempting to second-guess 
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ompatition is everywhere. For some 

reason it often attracts the adjective 

‘healthy’; it is thought to be the noble 
core of sport; it drives down prices in the economy. 
We are all dt In videogames, tao, 





those sures wh Solo OH an 
arena in which we compete with other humans, 
but for singleplayer games where we interact 
“| beat that level," or "I beat the game," The point 
of a game is supposedly to 'win', after all. But 
digital structures? 

During Wimbledon fortnight, | took a look 
at Namco's Smash Court Pro Tournament. 
It's no masterpiece, to be sure, no Virtua Tennis 2; 
but it did, with its simple controls and happy 
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immediacy, remind me of halcyon days playing 
Match Point on the Spectrum, and there was 3 
ለ forn Noung M 
precisely none of the licensed players appes 
the latter rounds of the real-life Wimbledon. 

But playing against the computer opponents, as 
usual with sports and fighting games, turned out to 
be a curiously soulless experience, good only for 
practice in anticipation of the inevitable multiplayer 
The usual complaint is that the A! players don't seem 
human, but-why exactly is this? It seems that what 
characterises human play in any endeavour is 
inconsistency. During an evening of Smash Court, 
my friend Josh would play a brillant volley to win one 
point and then dump both his serves into the net to 
lose the next one. | would whack a perfect 
backhand retum down the line, and then on the next 
point fall around making air-shots and miss an 
easy smash. 

Sport, in other words, whether in the virtual 
world or the real one, is built on mistakes, Just ask 
David Searnan. If a team of 11 perfect footballers 
met a team of another 11 perfect footballers, the 
result would be an antiseptic stalemate with no 
goals, Brilliance can only exist in the context of 
errors. The same is true of chess, where the rule of 
thumb is that the guy who makes the next-to-last 
mistake — patzer or super-Grandrnaster, it doesn’t 
matter — wins the game, 
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is the edit process. | would encourage everybody 
to find a recipe, a procedure adapted to your owh 
needs. 

That's all for now. l'I retum to my thoughts on 
game design again, but for a moment | would like 
to write about something totally different. Recently, 
| went to the Word Hobby Fair at the Makuhan 
Messe exhibition centre. It was a beautiful day, 
and to be honest, | was very happy to go there. 
Anyway, while | was walking down a corridor links 
between areas of the show, ۱ realised ۱ recognised 
someone in front of me. It was Hideo Kojima of 
Konami. He was with his kids and he looked ike 
any of the other fathers there. | said hello, and 
asked him why he was there. 

"| came to the show so my lod could get 
something important about Rockman,” he said to 
me in his Osaka accent. His son was holding a flyer 
of Rockman, Kojima tumed to him. 
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"You don't salute?" 

Prompted by his father, the child said “Hello” 
to rne, very simply, and quickly retumed his gaze 
to the Rockman flyer, clearly occupying his mind 
entirely. 

"Your son doesn't play with Metal Gear?” | 


to deadlines, too. | think that, as children, we are 
taught to need deadlines to prevent us from not 
doing anything. If you don't have a deadline, you 
delay your task for later. in my case, | think | have 
had good results by putting in a kind of limit, forcing 
some rules on myself. it may not be the same for 
you, but in my case it has a good impact. Or maybe 
I'm just lazy? 

The last point | would like to introduce concems 
meros. To get ideas, you need materials, | have 
to admit | place mernos all over the place. Hey, 
that doesn't mean | write a lot of them, okay? But | 
place them everywhere. | have three places back 
bedroom) and three others at my company (my 
desk, my office and the meeting room). Why so 
many places? Because | write everything in memos. 
Okay, fine, that means | do write a lot of them. But, 
at some point, | put them into properly written form. 


his month | would like to change direction 

a litte and, in addition to talking about the 

creation of video games, | would like us 
to consider the philosophy that lies behind the 
creation. What's important is your way of thinking, 
and your team's work towards that. What | would 
like to talk about only represents a fraction of the 
issue, but | would be very happy if some of you 
feel it fits with your thinking. | would like to start with 
the moment | come up with an idea. 

The first problem is negative thinking. Normally, 
the standard procedure for any creator begins 
with an analysis of the market. “What would make 
a hit?" "What would be welcomed by users?" But 
it isn't very easy to find the nant answers, and then 
isn't healthy and whatever you create won t sell. 
Or that people's tastes and interests are so 
unpredictable — that there is no real trend. You get 
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shihiro Nagoshi, president, Amusement Vis 


This 5 the most important aspect: my memos 
go nto two Groups: things | can use and others that 
| can't. 

Once | have a big enough group | can use, | 
arrange them too, into groups of ideas that aet 
along together very well, You try to create synergy 


“You can do whatever you like. There are no rules. Relax, and then 
the ideas should emerge within you. Then comes the tricky part" 


asked Kojima. 

"Oh no no no!” he replied with a itie 
laugh, looking at his son. "He's not interested 
in that!” 

It was the first time |'ve seen such a 
gentle Kojima. This was not a serious videogame 
creator, showing off his fatherly image, but 
something greater. He was a happy father with 
his son. He was sharing his son's dreams, dreams 
filed with a creation made by a rival game maker. 
There was something so bright about that, 
something that makes you forget about everyday 
life, forget the world, the world in which you 
work to death. Shows are so good. Perhaps I've 
been making too many memos. 

See youl 


Toshihiro Nagoshi is president of Amusement 
Vision, formerly Sega subsidiary Soft R&D $4 


between them. Moreover, among the ones that 
have been dropped because they didn't seem 
useful, it is possible that some can be blended 
together and revived into an interesting new idea, 
which could then be intearated with the useful 
ideas, The entire process is like a big puzzle game 
in which you match things together. ‘You can keep 
them, and edit again at a given time later, with a 
new approach. While the time passes, some 
tastes fade, and others still offer a very strang 
This filtering process lets you keep the very 
best elements from your ideas. It still relies on 
your imagination, but if you don't apply this edt 
process seriously you have nothing at the end. 
Imagine ሺ as cooking. ideas represent your 
You need to cook them, mix them together, so 
they form a delicious meal. The cooking process 
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negative, and you become unable to create, and in 
that situation no work is possible. So we go to the 

Get rid of any consideration for your 
environment and focus on you, on what you would 
like to do. You've started with only negative views. 
You need to stop tham. You can do whatever you 
part. You have to think why you've had these 
to that should help you to broaden your outlook. 
You should be able to establish links with the 
market. 

Interestingly, It is the antithesis of the current 
for a market and find a game to fit — here we look 
for the game, and then broaden it to find an 
audience. if you decide to try ‘niche marketing’, 
aiming your garne at a small section of the market 
with à good chance of persuading them to buy, 
well, that's one way. However, | don't believe you 
should concentrate on that. Or maybe you should 
try copying, but a faded idea has no future 
whatsoever. 

Can you place a deadline for coming up with 
an idea" | want to be precise here: there can not 
be no such thing. Again: there can be no deadlines 
in the search for ideas! But there is a positive aspect 
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about the arcade of course, People discovered a 
new form of communication in the arcades. It was 
something great, nearly new. It was a revelation and 
ironically | feit as ۲۱ had finally become an adult. 

But wait, since the shock | experianced when | 
was six, and then 20 there has emerged a third 
ona. It was when | played the beta version of 
Final Fantasy XI for the first time. The date was 
December 2001. Since then | have been hooked 
and now the final version of the game came out on 
May 16. Now we are at the end of July. Truth is, 
| have been living for the last six months in my 

In the real world | have become ‘trash’. But 
thankfully, | am recovering and I'm getting back to 
my work, to the reality. Yet | can't prevent this 
parallel word, Vana’ ciel, running in my head. First, 
pressing a button made the character move, 
second, 2D games become 3D and offered a 


Y TOKYO GAME LIFE 


"T Game Wave DVD 





Thinking about it | still have difficulty analysing it. It's 
like l'm in a very intense fog, This is hard because | 
really would like to share my feelings, my excitement 
with others. So it is true that | experienced a shock 


into a magic box. | really thought that. Of course, at 
‘interactive’. | really remember this experience as my 
When | started high school, (in Japan this 
happens when you are 16), it is strange but | 
stopped playing videogarnes altogether. Music, 
fashion and girls were the centre of my new life, 
Why would | want to play games when there ۵ 
so many other distractions? But in fact, now | 
realise that there was something else lacking in 
games. In Kikon No 'rbsaku pressing a button 
made a character move. But the shock | 
experienced when | was a chid was fading and 
technology wes ብ... 
eoon. Garos wore OSEE ROC 
to pass a moment, a way to enjoy your free time. 
Free time? By this | mean, F you arrive few minutes 
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654 at a rendezvous, then you have a few 
moments to spare. For three or four years | was 
thinking like this. Looking back now | can hardly 
believe it. 

EQ Moran rte 


“in the real world | have become ‘trash’. But thankfully, | am 
recovering and I'm getting back to my work, to the reality” 


and it is also true that many other players are 
profoundly interested in this game. The reason for 
this shock or excitement is basically because 85 my 
job. But this doesn't really explain it. It's frustrating, 
but l'm not alone in Japan. Many other people are 
playing the game for hours on end, but! don't think 
they understand why they are doing it ether. 

Writing this column, the fog is getting stronger 
and the wrilinc process is getting slower. | feel as 
though the time is passing slower around me. 
Looking at the ceiling for some time, | decide to 
tum the PlayStation2 on. A blue sky with white 
Clouds, the endiess network world is lying in front 
of my eyes. This was my July Tokyo Game Life? 
Or perhaps it was my July Vana'diel Garne Life? 
Which one | can't be sure. 


Lupin Kojima is the sub editor-in-chief of 'Game 
Wave DVD", part of the Famitsu publishing portfolio 


brought on when | stood in front of Virtua Fighter, 
which for me was tha start of the 3D revolution. 
in full 3D with polygons. The flat graphics and the 
fiat environments | used to enjoy now had a new 
dimension which | can only describe using the 
word ‘depth’. The "Z dimension! My notion that 
videogames were for kids or only to pass a bt of 
free time died at that moment. | was ashamed that 
| had held such a view for so many years. Please 
Yet the realisation of this revolution resulted in a 
videogame rebirth for me. How many hours did | 


spend on Virtua Fighter? Let's just say | made up 


for lost time. The visual impact was important, of 
course, but it was at this time that | also discovered 
Videogames could become a vital tool for mass 
communication and friendship. l'm speaking here 
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hese days I'm dead busy. | try to keep 
working and looking to tha future, but | 
always have the feeling that I'm going 
backwards, | must admit that everything is 
beginning to get on top of me. My only hope is 
that this column will be published in time (just 
writing this sentence brings me out in a cold sweat). 
Why do | find myself in such a situation? In fact, 
| am wall aware of the problem, and that just 
makes me feel worse. 

Yes, the reason is that | just play games too 
much. No, that's not quite nght. It 5 one game in 
particular. My admission is that | live too much in 
Final Fantasy XI, the online RPG for PlayStation2. 
| would like to explain why this game has had such 
an impact on me and why It consumes nearty 
reminded me of why | play videogames in the first 
place. So, why am Î spending so much time in this 
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virtual world? It is difficult to explain precisely why, 
but perhaps | | go back a few years it will help. 

My very first ancounter with a videogame was 
when | was in my first year of elernentary school. 
Now l'm 29 so that puts us back 23 years to 1979. 
Thinking about that time makes me laugh, but | 
can still remember it very well. It was a significant 
time in my game life. You have probably not even 
heard of the machine in question: it was Epoch's 
Cassette Vision Jr. The console was Y5,000 and 
stuff. The game | used to play was Kikori No Yosaku 
(literally, The Man who Cuts the Trees in the 
cut them down. You had to avoid traps such as 
to do this you could jump. | also remember it was 
even too earty to call the visual representation dot 
graphics. | mean this was just a group of squares 

Even so, | was very focused on that game. You 
pressed a button and the character reacted in 
this seems a very basic thing, bul at that time it was 
so much fun and | just couldn't stop playing the 
game. For me, it was like the cartoons on TV and | 
console to the TV was like transforming the TV set 
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Burnout 2: 
Point of Impact 52) 


PM (PS2) 
Battlefield 1942 (PC) 
The Thing (PC, Xbox) 
— Storm (PC) 
Blade tl (PS2) 

Sega GT (Xbox) 


Geof Crammond's 
Grand Prix 4 (Xbox) 


Prescreen Alphas (various) 
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Incoming electronic entertainment from across the globe 


The importance of good game structure 
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Predictably, extended play of pre-release code 
reveals another excellent adrenaline-filled ride 
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Some of the pile-ups caused by your initial collision 
can evolve into complete chaos as civilian traffic fails 
to brake in time = in-game replays accommodate this 





the writing of the in-house soundtrack has 
shadowed the game's development and as 
such sounds more integrated than Burnout's 
rushed offenng. Melodies aside though, it's 
the team's solution to tha boost process 
sound effects that has really transtormed the 
experience: press H1 and the delicious nitro 
swish (think ‘The Fast and the Furious’) 
instantly kicks in, the engine noise dies down, 
drowned out by the music that assumes 
command of the aural controls =a simple 
approach but the resulting rush really 
intensifies the player's sense of engagement. 
Although not finalised, track design is 
more adventurous than in Burnout, with a 
higher number of hotspots for players to 
negotiate. Generous drifting opportunities 
through some very fast curves is just one of 
the ways Criterion hopes to facilitate the filling 
of the boost meter so as to encourage 
gamers to spend most of their driving time 
with the nitro on. It ensures the quintessential 
Burnout experience (and most interesting 


game starts with Offense Driving 101 — six 
tests with three pass levels a la GT licences, 
which take newcomers through B2's 
constituents [driving into oncoming traffic, 
near misses, drifting, boost, getting air) before 
collating these for a final, timed run. 

Clearing this lifts the bonnet on the 
game's previously inaccessible inner 
workings: Championship, Time Attack, Single 
Race with the first introducing point-to-point 
and Face Off rounds to break up the routine. 
Of the new modes (see E112) Edge has only 
tried tha Crash option which already exudes 
tne addictive qualities of a robust mini-game, 
no doubt helped by the decision to stick to a 
challenge-based approach. 

A more general, yet crucial contribution to 
he evolutionary work clearly evident comes 
from Criterion's audio department. While it's 
the improved polygonal engine from the 
visual/aural brotherly duo that is likely to 
receive all of the attention, the sound is the 
one that should be on the podium. This time 


ery little of Burnout 2 was hanging 
together the first time Edge saw the 
game: the levels (those that were 
playable, that is) existed as singular entities; 
the soundtrack hadn't been property 
implemented; Burnout graphical effects were 
beng used as placeholder while work on the 
new ones was finalised — it was difficult to get 
a great sense of structure. 

Realising the potential locked within each 
of the elements proved more straightforward, 
and since then a significant proportion of that 
promise has been burned on to DVD. 
Elements having to undergo tweaking remain 
of course, but certain aspects are already in 
place. In terms of structure, for instance, the 
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gameplay dynamic) occurs with greater 
frequency. It literally speeds up the pace of 
ame though Edge can't see players 
fining of chain boosting their way around the 
gentle sweeps of the sprawling, busy AOE PA 
interstate 88 -- it's real videogame rush stuff. እነ 
There is a discernible heightened level of 
involvement all round, in fact. As far as Edge 
can tall the handling dynamic remains 
unaltered ino bad thing) but the level of 
Improvement in enr areas combine 
produce a ga 
this 
cor በፎ than ጫፋ: re. : 
Further tweaking is required, of course, ۱ | ^ AUT T 


z ۱ ር 
but the game ی‎ offers moments of ብ Y » df ለህ 
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Human traffic 
Another area to be enhanced is the way the 
CPU handles civilian vehicles. Cars, vans 
and lorries again swerve out of the way, flash 


















their lights and are a lot more comfortable 
with horn usage. In Burnout, their reaction to 
your own klaxon was a little disappointing so 
hopefully the effect will be more noticeable 


onay nas OMY emergec | ۳ ۱ | " 4 1 this time. But at least the illusion of living 
out of a ida pang OIN-Op racing Game breathing traffic is better achieved now. Also 


convincing are the crashes which display a 
more organic feel = although the chassis 

uu. Obviously still work in progress but the visual quality is a notable improvement over Burnout. The new model would benefit from more distortion. 
more than capable of negotiating. መ focus on boosting is obvious = good players shouldn't spend much track time below the 140mph mark 


specialist. Crterion's not quite there yet 
but it's a road the developer should be 
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t would be all too easy to dismiss 
Shox as just another variatipn on an 
SSX theme, this time on four 
۳ Particularly after Freekstyle (reviewed 
in E113) recently demonstrated EA's 
willingness to dust off the trick combo/speed 
boost dynamic and sprawling, expansive, 
courses that characterised the original, and 
so far best, product to have been released 
under the EA Sports Big label. Certainly, 
Shox retains the snaking tracks, the down- 
with-the-kids soundtrack and the hyperbolic 
handling of its predecessors, However, it 
4318 deserves to be seen as an attempt to 
re-inject a little bit of arcade-styled verve into 
a rally racing genre that, in recent years, has 
come to equate ‘arcade handling’ with an 
uneditying degree of unrealism. 

It was this bid to reciaim the once በርካ 
arcade racing territory that prompted Shox to 
be released under the Big label, and one of 
the development team's mantras has been 
"every corner sideways." There's still a bit of 
polishing to be done to the handling to 
increase the sense of speed and exaggerated 
cornaring, but it's already enjoyably over the 
top. Shox Zones also serve to up the arcade 
ante, requiring players to travel between two 
gantries in speed and style to earn either a 
gold, silvar or bronze ranking. Indeed it's not 
just about coming first in multi-car races; 
coming first with panache will earn more 
points, which can be gambled in head-to- 
head races to unlock new vehicles. 

Thankfully then, the unduly mean-spirited 
structure of SSX has been reworked, and 
though not all of the four championships are 
initially unlocked, each championship 5 
planned to consist of around six tracks — 
providing plenty to play with from the very 
start. These, of course, cover icy conditions, 
desert tracks and jungle roads. And, as with 
any self-respecting racing game these days, 
the 24 vehicles on offer are 81 fully licensed 
from the likes of Audi, BMW, Toyota, Subaru, 
Lancia, Ford -- and there's even a prerelease 
Porsche thrown in for good measure. 

For those who are lucky enough to own 
a Multitap, a fourplayer splitscreen mode 
rounds out a package which, as you'd expect 
from Electronic Arts, is shaping up to boast 
deft production values throughout, Edge is 
certainly optimistic that spectacular crashes, 
big jumps, a vibrant, colour-nch aesthetic 
and extravagant handling will eclipse the 
disappointment of Freekstyle. However, 
there is still some work needed to 
maximise the sense of arcade abandon, US 
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Although there are some similarities, Shox is more 
than just a lazy rally extrapolation of SSX, though 
there's every possibility that it might match the 
quality benchmark set by the original Big franchise 


Shox 





EA hopes to recreate th 
back to the arcade 
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Early preview code looks promising, though the 
handling could be a bit more hyper-kinetic to match 
the arcade ambitions clearly held by the developer 


Going underground 

"Multi-layered over the top audio elements 
add larger than life excitement as tires 
squeal, breaks grind, and engines rev," (sic) 
trumpets the marketing gumph. But in this 
case, the marketing qumph is backed up by 
the involvement of record label Global 
Underground. Better known for releasing DJ 
mix CDs by the likes of Sasha, Deep Dish and 
Darren Emerson, the label has worked closely 
with EA to develop a soundtrack that's both 
reasonably smart and, more importantly, ts 
designed to retain its fidelity over the 
background hum of throbbing engines. 








Format- PG 
Deseloper Digital جر‎ 

Origin Sweden 
Heseasa Summer 





Could this spectacular vehicular WWII really prove to be the most important shooter 
amongst the PC online crowds, or will it go the way of Vivendi's failed Tribes 2? 
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There's a big emphasis on the use of vehicles in Battlefield 
1842 but the game's class-based character system provides 
variety for small-arms combat for up to 64 lucky players 
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remember the mediocre Codename 





Eagle, a decent implementation of 
vehicles in the PC firstperson shooter genre, 
[ዚይ aiso a disappointingly mediocre game. in 
2002 the same tear is returning to the 
limelight to lead EAS atta the 
multiplayer end of the ره‎ The logical 
successor of Codename; Eagle is the 
explosive and lavishly good-looking 

shooter Battlefield ገ Early showings 


wowed the PC press, but it's hardly 


this is an ambitious tte 


of multiplayer focused PC games, the tactical 
and teamplay skills of the AJ is going to be 
relatively weak. Singleplayer modes might be 

ped, but they re still just practice for the 
essential human versus human action on 
Internet or LAN gaming 

Battlefield! 1942 offers a wealth of 

entertainment to those who have already 
invested time and jas in Online gaming. 


t's a team based wargame that offers 5 


larger anc more complex vehicles. For those 
people who've yet to experience the organised 
zhaos of online team gaming, the game will 
likely seem more than a little daunting. 

What also remains to be seen is just 
how well the huge scale of the game will 
work with just 64 players. Other development 
teams have pul forward similar ideas 
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potentiasy hundreds of players taking ui 
ans and verscosgs ዘገ onime Carriage. 
Recent large-scale efforts have found 
themselves floundenng thanks to a 

ck of players. 

Early playable beta code and demos 
of E iefield 1942 look promising, but it's 
going to be the raw time of tactical play 
amongst the PC hardcore that will determine 
the real worth of this ambitious title. It seems 


likely ነ those of us who hanker for 
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Format: PC, Xbox, ۵ 
Publisher: Vivendi Universal 
Developer: Computer Arbworks 
| ` Origin: UK 
Release: Q3 


Previously in E102, E108 





As you'd expect from a developer with the track 
record of Computer Artworks, the game is 
graphically impressive - and indeed authentic 


Format GBA 
Publisher: TAG 


| layable PC preview code of the forthcoming videogame sequal to 
2 | John Carpenters 1982 celluloid opus recently allowed Edge a 
| chance to glean a clearer picture of how the game's unique blend 
of survival horror and trust management will work in practice. And though 
it's still too early to tell quite how effective the Al system will work, it remains 
the game's most intriguing aspect = particularly given the possibility of 
squad members transtorming into a malevolent fleshy monstrosity at the 
most inconvenient moments. 
15 a shame then that level design seems, at this stage in development, 
quite prescriptive. Hote learning of sequences and solutions appears to 
De the order of the day here, while difficuity levels seem quite arbitrary — 
perhaps in an awkward attempt to amplify sensations of tension and fear. 


A clumsy control interface is also undesirable. 
Nevertheless, a remarkable fidelity to the original 
movie locabons, and viscerally satistying 
implementation of the flamethrower do 
conspire to hark back to the psychologically 
taut magnificence of the film, and the nagging 
fear of overexposure to the arctic climate 
heighten the sense of panic and urgent 
unpredictability. 

All well as good, still, if the nich potential of the 
license is to be met, there remains much T 
polishing to be done. 1 


መጫ 















Twenty years on and man remains the warmest place 
to hide as Vivendi's alien-infested arctic draws closer 















Variable levels of intra-squad trust remain a 
potentially powerful survival horror game 
mechanic, but Edge is concerned that The 
Thing's level design may be too restrictive to do 
such an intriguing concept the justice it deserves 





Previously n E113 


ea limpsed in Alphas last month, SoiraiStone is an RPG that departs 
| G from the turn-based archetype. "It seemed to us that many of the 
reasons for RPGs to be turn-based were historical,” says 
Gatehouse Games director Tom Scutt. “Old consoles couldn't handle 
moving large numbers of enemies around, so the easy way was to not have 
them appear at all until you got to a combat screen. With efficient coding, the 
GBA is easily powerful enough to handle realtime." Hence SpiralStone's 
dynamic battles, which can have up to 15 enemies on screen at once 
Mélée combat is simple, but behind the single button Gauntlet-styte 
attacks lies all the stat-math that RPG gamers have come to expect. Here, 
though, the calculations are hidden, and while expert players will want to 
match their style of play to their stats, RPG newcomers should find the 


game more welcoming than most. Another 
strong point is its non-linearity, One route 
through an infested dungeon might be simple 
slaughter, another to use stealth and invisibility 
potions, or to lure enemies into a trap, or to 
make them fight amongst themselves with 
confuse spells. 

"We were inspired by Diablo, Everquest and 
Zelda and we think Spira/Stene is a mixture of all 
of those with a lot of new stuff thrown in," says 
Scutt, causing three separate kinds of E = 
dungeon crawler to salivate. Ta 


Ms 


Love RPGs, but tired of turn-based combat? Meet Gatehouse 
Games, a group of ex-Core coders who feel exactly the same 

















While the overhead viewpoint is typical of RPGs, 
SpiralStone's world is more dark than comical. 

Speallcasting is certain to play a big part, as is the 
Diabio-style compulsion to locate rare items 
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| ; Sublshar PomPom 
| Developer: in-house 
; Origin: UK 


Reisasa Q3 2002 


PomPom, the two man development team responsible for Space 
Tripper, returns to prove that PC gaming isn't all click click click 
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ut of nowhere came Space Tipper, searing twitch-gaming on 





















| | 
| (O) | at 
| a ۱۲۲۲۵۲ wnose ۲5۵۵۵۵۲۱, in recent imes, nas been more 


| 


was the best shoot ‘am up the PC had seen for years — utterly without 


cerebral than instinctive. Based on C64 classic blaster Lindium, it 





pretension, but with perfect controls and as pure as snow. Mutant Storm, 
PomPom's follow-up sticks to the same oldskool design method, but this 
time the studio quotes its inspirations as Hobotron and Smash TV, Most will 
know what that means; eight way movement, eight way fire, claustrophobia 
and panic. 

Or just take PomPom's description. “Every new level gets harder, faster 
and ever more crowded with enemies. If it moves, shoot IL If it doesn't, 
shoot it. No planning, just instinct. Three methods of control are currentiy 
implemented. The dual sticks of ከዕ ርበ can 
be mappad to pad or keyboard, FPS fans can 
control movement with the keyboard and 
airecbon of hire win the mouse, and a Llamatron 


Equal parts spectacular and frantic, Mutant inspired one-button method lets you lock fire to 





Storm sticks to the clean polygons and thematic the direction you're travelling in. It's fitting it's lifted 
transiucency that made Space Tripper so ae Tee eine: 1 1 ; 
3 ۱ | somethin TÉ | ‘Ow TES War OO TOP! + to 
distinctive. Hopefully it'll be every bit as good ۱ 
offer cose nn and Wire Fom- OTS cut irc 1 
ጋ አባር ዘክ. $ rr Yoni ዘ፦ netz سور‎ [ነ 


ሐይ نا ات‎ that's دیفس‎ | ۱۲ PomPom can find a willing publisher, a 
راچد یج ینب‎ nm e EI (presumably reiatively simple) port to the living 
nterested ዘገ providing شا‎ room twin sticks of the Xbox could be possible 


Format: የ52. Xbox 


Publisher; Activision 
Developer: Mucky Foot 
Origin: UK 


Release Summer 


Previously in E93 


Mucky Foot turns to control scheme to unlock uberviolent 
idiosyncracies of Marvel's celluloid anti-nero 





ucky Foot certainly seems to have gone hell for leather to capture 
ነ ለ ۱ 1 ۱ i 
INVA the quintessentially ultraviolent ethos of Marvels halt-man 

DE halt-varmnpire hero, A series of elaborate finishing moves, for 


example, see the camera swoop round to catch a comprehensive glimpse 





of Blade disintegrating his opponents with gruesome aplomb, or perhaps 


severing a imb or two 


Then there's the over-the-top arsenal, cor 


En 
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bombastic selection reoower a5 wel as Blade 
course the games nero also has access tr j 
abon ۳۱۵۵۵۱, 5 a control system that Ws رازان.‎ ETE 
ን abonousy tum and face every ind zl 
cneme a mwWws sa Speed) response y d DC 
necessary given fhe game's abundance of 
assailants. But judoing by early pre N GOOG, ۷ 


Combat is, as in the movie, fast and fluid, and 
switching between the various weapons and close 
combat moves takes little effort thanks to the 

game's responsive and innovative control scheme 


amc is AĴ ee a ብ... i 
enemy AJ will present a sufficiently balanced 


challenge. ቨ በ5 done nant, Blade i could be 
tha most successful 3D adaptation of the 


scrolling beat ‘am up genre. If it's not, then it wil 





just join the swollen ranks of quite average 


Judging by the amount of claret being spilled, 
Blade Il remains remarkably faithful to the stylish 
violence that characterised the movie licence 


thirdperson action adventures based on 


lucrative licenses መሙ” 














Format: Xbox 


ሽ Publisher: Sega 

Fr 3 Deveinger Wow Entertamment 

۱ E i P a Ongen: Japan 
~~. TET BB. 1 Release: Q4 


It may have a photo album to store snaps and a damage meter, but 
otherwise, Sega's tuned-up car collecting title is looking slightly staid 





truly astounding driving game has yet to be released on one of the 





























next-generation platforms. Unfortunately, Sega GT is unlikely to be 





that game, Although offering excellent options, such as the chance 
to race classic vehicles from the 'B0s, '70s and '805 in the Chronicle mode, 
Sega's effort to out-Polyphony the Gran ገበር senes feels a bit ike a cheap 
Alastair McGowan impression. Licence tests, grids containing only six cars, 
even final position rankings in bright orange are all a bit too famikar. 

it's a pity Sega has failed to stamp its presence on the GT concept 
because in other areas the game could well excel. Although the handling still 
feels a touch bouncy, it already shows more refinement tnan that found in 
Sega GT Homologation Special on Dreamcast. Visually. too, there's some 
good deta”, though theres 5 the washed-out gare we 
before in other Xbox driving tities 

In terms of tune-ups and garage options you 
can expect a gamut of upgrades; EMC chips, 
sport exhausts, turbos and weight reductions, 
etc. Again, it's all very Gran Turismo, but with 





ye enpuerernoer 


Although physical damage does not appear on 
the car, a damage meter goes down whenever 
your vehicle gets into a scrape. The cost of 

repairs made to the chassis is then taken off any 
winnings you may have gleaned from the race 


Slightly less polish in its presentation 

With over 125 cars, repiay options and a 
garage photo album, Saga GT 5 likely to offer 
Xbox gamers the kind of racing sim depth PS2 
owners have become accustomed to. But will it 





Many car manufacturers have given the stamp of c 4 
approval to Sega GT. These include Toyota, prove more satisfying than Potyphony's P. 
Honda, Audi, Mazda, Dodge, Ford and Nissan efforts? Prognosis remains doubtful መሙ 


Format: Xbox 


۱ 3 " እ. l Publisher Infograrmes 
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Release መ 


The quiet man of coding returns to the ring with what many are hoping 
is the first authentic F1 driving simulation to come to a console 


| he PC version of. Grand Prix 4 has alê garnered impressive 
8 , review scores thiword over And while Edge is stil reluctant to 
| Cover the Sport - because it encourages bred yearly sequels - 





Geoff Crammond's decision to bring the most authentic racing series to à 
console for the first time deserves comment, 

Present code suggests that there's very little to separate the console 
version from its PC counterpart. Handling remains delicately balanced with 


the minutest adjustment to the physical dimensions of your vehicle having an 
immnrneckate impact out on the track. senes, aids can be switched off one b 
one, easing the player into the simulation, and those who hanker after 


absolute realism are able to set up the car to the specifications of each 
individual track. Although all the officially licensed cars, all the tracks, pit crews 


anc track marshals will make it into the final MAG Ay AL none TON XEM 
, 1 ላላ J AV | |. ፪ 

game, the visuals, while more than competent NK wih 

do lack a certain pizazz. Certainly trackside 


۱ i | 
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textures lack depth and detail 
Yet it's ironic that the most dynamic F1 
titie comes to Xbox just as the sport is in its 


Somes! state for years. Indeaed, it was the 





Aa in the previous Crammond Grand Prix games, 
driving aids can be taken off incrementally to ease 
you into the stresses and strains of F1 driving. 
Although the cars are beautifully modelled, the 


struggling Arrows team that provided all the ነ 
track and trackside scenery is a little bland 


technical assistance to make the game so 





authentic. Let's hope the final build will provide 
As you'd expect, animated pit crews make it into 


more drama than this season's 1 i à; 

E اف رین‎ ይሯ the game. In Grand Prix 4, however, several pit 

achumacher-dominated boreathon. US crews can come out to tend their drivers’ cars 
O40 EDGE 








/ jonas This month's announcements and updates... 


C&C Generals Gekido The Revenge of Shinobi Unreal | 
Format: PC _ Format: Game Boy Advance Format: Game Boy Advance Format: PC NC Tad x 
Publishar: EA Publisher; TBC Publisher: THO Publisher: Infogrames 3 à 





Developer: EA Pacific 


Developer. Legend 
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ል chance for Westwood's realtime strategy Originally a pretty but ultimately flawed attempt Ninja fever continues with the assassins now Judging by the latest shots, Legend appears to 
franchise to shine again. This time it's brought a at resurrecting the scrolling beat ‘em up on the sneaking into the handheld market. Expect be enjoying itself. The release date is still TBC, 
3D engine along hoping to enhance immersion PS, a change of format could suit the game well traditional platform action later this year although it is expected before the end of 2002 
Hiding Spirits Need for Speed Hot Pursuit 2 Turbo Turtle Adventure New World Order 
Bee اسف‎ e ۱ لت‎ FSA PO Poredi ns =a 
Publisher: Bam! Entertainment | A Publisher: EA Publisher: Majesco 


Developar: Iridon Interactiva 


SE ባት ያን 





Overtakes GT in terms of attention to detail and The first NFS title to intrigue Edge in years, there Lying somewhere between Marble Madness and Another day, another PC FPS with an emphasis 
the PAL version is expected to undergo a series would seem to be a little more here than just the Super Monkey Ball, TTA doesn't look pretty, but on team-based multiplayer, Obscene levels of 
of improvements over its Japanese release predictable selection of autamotive exotica has a simple - and compulsive - inertial charm realism should ensure success amongst the anal 
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Inside... 


Bits Studios 


From classic arcade ports to modem stealth 'em 


ups and GBA strategy games, Bits Studios has 
perhaps the most diverse line-up of any British 
developer. So how come no one's heard of it? 





fact, most famous for its architecturally 


"ir EE 


interesting library and the fact that serial killer 


Dennis Nilsen once lived hera, it's not really a 
busting centre of anything. strangely, though 


UK developers seem drawn to places like this — 
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come for 8 company that even veteran gamers 
may have trouble recognising. Don't be fooled 
by the low profile, though = this studio has a 


long and complicated history. Founder and CEO 


Foo Katan cut his teeth hacking THS 80 games 
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Atari finish BBC Micro conversions of Pac-Man 
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Hawking an early demo of a shoot 'em up 


around the stands, na closed deals to port 


Chase HC and A- Type to the handheld for 


Taito and Irem respectively. Bits was born 

Later (here were further coln-oo conversions 
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Sent à Sh ir Cn 
Tarrrunatey n THA Bits 








produced its first original title, Space Foot 
written in conjunction with Argonaut, 

Thus began the company's current system 
roduction: contracted work mixed with 
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— .- OL E a e ውሽ make grand promises to potential DL yers Barly 


FR in the development process. "It also means 
New visions F | 


- ፤ ۱ you get a better deal,” he points out, 





Through Thieves World, Bits is currently exploring conspiratorially. The system 15 obviously 
the possibilities of the Xbox Vertex and Pixel working — Bits now employs 55 staff and has 
shaders, key visual effects components of the an ambitious five projects in development. 
machine's GPL and nfiniteFX Engine. As Katan 
explains, "Not that long ago, you only had a few Poli 
states to play with to control a graphics processor, ONCE... 
nowadays you get real asm-grade languages. This Having worked on a multitude of tim licences 
lets us control what happens to what we display n the "۵5, Bits is returning to the much- 
from the high-level tasks such as lighting to the 
operations carried out on every individual pixel E ቻ 7 
drawn onscreen. The flexibility 5 awesome, the ihe promising Gamecube ۳ 
limits of what you can do with this are still to be | Vendetta. Action takes place a few years after 
found, | think ‘Die Hard With a Vengeance' — John 
One very visible use of the pixel shaders in TW 
| Bin special vision where we wanted to attract the 
| player's attention to some elemants: the pixel kidnapped by terrorists who turn out to be b 
| shader applies a gamma ramp to the intensities so under the control of Hans Gruber's sons - MAI 
as to increase contrast without range loss, and Gruber being Alan Rickman's high class Euro NR 
generate a shade of green from this. It also thief in the first flm, The script has been written ፡ NAA 
| analyses the colours, isolates what is red and neaj 
applies another, steeper, gamma ramp on it, 
keeping it red. Depending on which is the more typical Wilks one-liners, as well as recognisable 
intense, it picks a value or the other. The result is a plot sements and characters from the senes 
mode where everything that is white or red stands 


McClane's daughter joins the police and gets 
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in conjunction with Fox and contains plenty of 
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out from the image that otherwise is not much | 
more than a traditional night-vision." 


i nmi Eee n یس‎ 
Nakatomi Plaza are back 


aiming to Squeeze mora trom the genre than 
blood and bullets. Foo talks about nch 


characterisation and pientu stealth elements. 


p 


As in, say Deus Ex, there are always two ways 
to clear each of the 11 levels — a sneak about 
in the shadows method (which can involve bosses and the camera follows your final bullet 





disguises and hostage-taking) and an all guns in slow-mo to its destination. Gratuitous and 
blazina method. Set-pieces include not new, but nicely cinematic 

warehouses and factories as well as 

recognisable versions of famous LA locations — ...and thieves 


- m m; - - ፦ መ. E =, = | "al Ma ۳ 1 A -= تسر‎ ዱ r 'ዮፐ E. 3 m 
the team wanted to capture both ine favour of Another maior original titie for the studio 
3 





፪፪ Sie M LAS LJ = اا‎ 
the city, and its intrinsic werdness to outsiders. this time unaccompanied Dy the safety cushion 
There are some nice ttle detass already of a lucrative licence = is Thieves World 


FAQ evident. Saving members of the public eams (working title). Set for GameCube, Xbox and 


zr 





the player 'Hero' points which can be PS2 release in Q1 2003, it's a thirdperson 
Company name: Bits Studios accumulated and used to activate a siow-mo stealth adventure following acrobatic cal 
Founded: 1990 al feature, similar to the ane in Max Payne. While burglar, Tura, on nine robbery missions through 
HQ: Cricklewood, London in Hero mode enemy movements are slowed a futuristic metropolis known as High City. 
Number of employees: 55 _ down so the player can take out more targets Although at first these tasks seem 


Projects in development: Die Harc Vendetta, and dodge bullets - plus, in an allusion to the unconnected, they are linked by a conspiracy- 
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tech military equipment until he was killed in an 
accident. The truth about his demise and other 
dodgy corporate activities are of course 

e revealed in cut-scenes as you go though. 

The range of steely sci-fi settings includes 
museums, laboratories and, appropriately, 
seemingly impenetrable bank vaults -- all 
teaming with security droids, guards and 
CCTV systems. Naturally, the player gets a 
range of gadgets to aid in the infiltration 
process, including a retinal scanner (to capture 


the ocular data of security staff and use it to 





open doors! and a pair of multi-use special- 
Gameplay in Thieves World is based around vision goggies, thal can see tnrougn walls and 
avoiding detection, so the character has a 
range of moves allowing her to explore 
inconspicuously. In some areas alerting the 
guards means 'game over' immadiately objects. For example, in one room you may get 


under fiooring to spot hidden traps, hidden 


enemies and hidden connections between 
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Players can choose from a range of outfits but it's not about aesthetic, each 
has pros and cons relating to stealth capabilities, armour and weaponry 
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wire connecting the locking mechanism to a 
power source. Shut down the power and you 
have access. It's an interesting concept 


እነ interesting is the hand-to-hand 
combat system which mixes Final Fantasy 


style turn-based fighting with a little rhythm 
action. When you approach an enemy and 
switch into combat mode you're Given a move 


to perfor based on the location and status of 
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out of the naturalistic settings, but Bits believes 





that it's a decent alternative to the unreliable 


realtime combat found in most thirdperson 


titles. In any casae, you've also got the choice to 
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Oppressivery large inventones Of MUS 
If the missions are truly open to non-linear 

exploration and individual experimentation, 
there's a good adventure title in the making 
Scenery is barren at the moment, and 


character animation is emale and 


moonvincing, but these are minor Tweaks 
n a mhin የፅ mae er የአፃዛፃቴ ዝገየዝገ # መገር Ha 
ri لیات‎ ibs LP MED VOI y تا‎ 4 
him ene P TE ۲ 
ompany is also engaged in three Garne Boy 


ornects. affiouan now of course its the 


Advance m 2del First Ip 15 Jë af ሰኖ a jet- 5 


racing and freestyling title combining gameplay 


hidden throughout the landscape and can be 
used to buy new spells. Karma is a kind of 


magical force sucked from vanquished foes = 
when your karma meter is full, you can perform 
one of the purchased spells. Along with the 
fighting, exploration and resource 
management, Bits is also promising puzzie and 
perhaps even trading sements (players may be 
able to Swap units and spells with fnencdis). 
Finally there's a single-cart multiplayer option 
offering vanous gameplay modes. 

It's another rather promising project. 
apparently offering both depth and instant 
playability via the simple yet exhaustive cursor- 
driven interface. The cute visuals are 
reminiscent of Link's Awakening at times, and 
the gameplay seems to hover between 
Nintendo's classic Game Boy title and the 
more recent Advance Wars, Katan also 
reckons it's really pushing the GBA hardware, 
"Just the idea that you can have 100 units 
moving at the same time on a GBA, who may 
be shooting, colliding and navigating within the 
environment while the Game run at 60fps is 
very cool, To achieve this, the whole game has 
been written in ARM assembler code. The use 

of scaling sprites ts also nice, mixed in with the 
Spells, and layered graphics to give you a feel 
of SD view. You have to see how much goes 


on ai mme Same ume onscreen 15) fully 


There's one more GBA titie in 
development at Bits, a high-profile old skool 
conversion which sadly Edge is not aliowed 
to talk about yet. Rest assured, veteran 
gamers, especially those who frequented 
arcades between 1985 and 1987, will 
definitely be interested. Even without this 
potential gem, the line-up is solid and varied. 
It's a long journey from anonymous conversion 
house to recognised developer of original 
titles, but Bits is on its way. Edge may | zx 
one day have to retum to Cricklewood. JA 
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This is far too many enemies tor John McClane to take out in one go. Instead, creep up behind one, knock him out and drag 
him away. Soldiers can even be used as hostages, but make sure you get a commanding officer, not an expendable grunt 


elements from Wave Race 64 and Tony Hawk's 
Pro Skater. The singleplayer mode takes in 
both race and stunt stages, the latter offering 
grinding, air barrel rolls, tail stands and 
somersaults through button and direction 
combinations. Racing, via 5 top-down view, is 
surprisingly authentic, On comers, the call 
slides right into the water and you have to get 
used to using momentum to your advantage. 
The shoulder buttons act as quick turning 
devices (or pressed together for a speed 
boost) and mastering these adds more depth 
to the handing expenenca. 

It's a nice ittie game. boosted by the 
inclusion of a fourplayer race mode which only 
requires one cart. The GBA racing genre hasn't 
been saturated with quality ties yet so there s 
plenty of room for a quirky newcomer. 


Evil sorceress 
Süghtty more ambitious perhaps Is Wizards a 
clever combination of RTS, RPG and Gauntlet- 
style arcade romp. Here you're an arch wizard 
baiting agamst the evil sorceress Kun-Mara 
whose forces are gradually taking over the 
kingdom of Talismania. You begin with a small 
army in the south of the kingdom and must 
choose your own route through forests, 
Cavems and castes to the mountans in the 
North, recruiting, or exhurning (via magic), new 
troops on the way. Your soldiers can be broken 
up into units and assigned simple guard or 
attack objectives. While under direct control, 
Tabi fire, en masse, in any direction you 
place the cursor, or in all directions if you put 
the cursor in the midde of your troops, 
allowing multiple beasties to be taken out in 
one sweep. Its a fun system, the screen filling 
with projecties as your warriors do battle with 
sundry dragons, grim reapers and goblins (who 
amusingly pick your soldiers up and eat them) 
The game contains two collectible 
resources — gold and karma. The former 15 





Wizards employs the cute 2D visuals of an old SNES 
RPG. many of the buildings are destructible offering 
hiddén routes through the landscape 





Jet Riders uses a Super Sprint-style top-down view to 
provide not dissimilar quirky, impulse gameplay. You can 
spray wash on a tight turn to knock over scenic objects 
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box clever 


Boxart is not always high on the list of priorities for a publisher, but 
the final presentation of a videogame can mean the difference 
between a bestseller and a bargain bin has-been. 

Edge explores the influence of the full package and takes a look at 
some of the best (and worst) examples of the form 
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ideogame outlets are a lot more inviting 
than they used to be. Gone are the 
frayed carpets, dilapidated shelving units 
and the sort of aroma that only pervades around 
groups of teenagers. That stereotype 5 a thing of 
every aspect of the process has been overhauled 
[በ a bid to move with the times - and sell even 
more units — publishers and retailers have 
increasingly concentrated on developing the 
appeal of the final product. 

“When a consumer walks into his or her local 
store, they need to identity with the product and the 
last line of communication prior to purchase is the 
packaging and supplementary POS [point of salej,” 
for some of the word's most prolific games, including 
Silent Hill 2 and Metal Gear Solid, For Uttley the — RENE E 
power of the final image can't be underestimated, و‎ A ا‎ 
“With such choice. the packaging has to make the DU] AQUA | 
fight statement and is integral to the overall 0 im 
communication strategy. in the battle for consumer 
attention each pack art has to tell its own story and 
stand out against the competition," 
materials and specifically talloring products to 
enhance sales in every Emory were not always 
uppermost in the minds of videogame publishers 
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particular. The Amencan market ነጫ current 
advocating obscuring guns as much as 
possible on the covers of their games, be It 
with a logo or cropping it off tne pack. And 
Germany has very strict censorship laws 
when it comes to guns = you can't produce 
any imagery where the character is pointing 
the gun directly at the consumer." 

Kenji Kanno, producer and desgner at 
Sega's sub-division Hitmaker is acutely aware 
of the differences between tastes in ihe eas! 
and the west. "In the case of the North 
American market (he package is a kind of ad 
Where you see the game feature and ihe 
1090," he asserts. “The colours and layout are 
made to meet this objective. Conversely, ti 
Japanese package is not a tool but a mix of 
the game essence and the ad. In stores you 
will find an additional element to catch your 
eyes — different from the game Itself, So in 
Japan, you will find a greater importance 
concerning colours and layout.” 

Nobceably the boxart for many Xbox titles 
has not been altered for European tastes 
Certainly, the artwork for Halo. Munch s 
Lêy sda and Blood Wake exudes a brash 
Americanism which underines Microsott's US 


identity. Although other titles such as Arnped 


Despite ነይ inclination to stimulate teenage 
fantasy, Wakelin's art dd exude a charm often 
missing from rivals work. And unlike the leac 
imes given to today's désigners, ne would 

have just two or three days to produce the 
artwork for a full game package. Now the 
process is much more controlled. Sometimes 
(he artwork for triple-A products is considered 
a ኪብ 12 months before the game 5 due for 
release. However, m most cases, three fo Six 
Trans & መርጃ እክ ሌን 
lerritorial advantage 
Localising products ۱۵ the tastes of particular 
recuons has never been so important and 
sensitive since the events of September 11, 
and publishers nave increasingly put aside 
larger budgets to ensunng maximum sales 
potential in each key region, "The American 
Markel is a more 'ዘገ vour tace marker to 
design for," believes Uttley; "Whereas the 
European market tends to be more refined 
and subtie with its approach. But even then, 
you can usually have [ካይ sx major territories 
opinions tà take oan poard When you re 
considering a pan-European campaign. The 
main aterations we have had to make 


recentiy is obscuring weaponry — guns in 


dunng the dawn of the industry. The fact is, 


Barty videogame packaging was tembla, 
much of it compounding the view that games 
were ON played Dy socially mept teenagers 


Witness the artwork for Legend of the 


Amazon lomen. It was a particulary poor 


Spectrum game, but it became infamous for 
its cover and advertising ert. E provoked not à 
few letters to games magazines in the earty 
605 and many people found me artwork 
tasteiess. More diecerming minds crfcised tne 
art for a better reason: the standard of 
prryscal drawing was shockngtry bad 

Bob Wakelin 5 one of the most famous 
artists from that era. Commissioned by Ocean 
between 1985 and 1990 he created some of 
the most detnctive and collectable art from 
the penod He knew all too well the standards 
of the tme "The art around when | started 

ias tembi, he states. “There was very little 

ገፎ mace an impression on ۲۲۱۵ and a lot of it 
looked amateurnsh." But Wakelin was realistic 
about what pubiishers and payers wanted 
"Big explosons, bi guns and big tits. But 
there was Only so far you Could go and most 
of the games didn't involve female characters 
any Waly. wes only occasionaly that | qot the 


chance to produce softeore pom." 
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Point of impact 


aly viceocame Doom ۱ Curr 
the edge of ሹር taste ዘብርከርፅኀ Imagine 
Game Over cover and ad cieany depicts 
Dbare-Dreasted woman. Even “Crash 

Anes art editor, Oliver Frey, was a iiie 

surprised at tha image. “There was no way 
we Could pnnt it," he remembers. So | ነበር] 
to dress her up n à thin grey corset thing,” 
Evan go, retaters demanded hal logos be 


placed over the nipples 
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Greek love 


Bob Wakalin ound that examples of his 
work wn unappreciated by more sensitive ۱ 
Souls. "Them was a loft of cornviroversy over my 
Afhera Cover" he Buge “A ior of outraged 
letters camê into Ocean about ihe sei 
Paope were acl Hafiy seang hinge in the 
llustration thal weren't thers. The fernale 
Character wate ከያገከብ 5 Tf OLE, Cx 

3 sachon ofthe rere Ss ame 
bads of people though! was an erect pans 
| weis በመጠየ tended that way = | was just 
people geting exoted." 


| Tha stunning 
draughtsmanshsp evident in 
Capcom's later boxart (see 
po?) was lacking in these 
early efforts, The Elite and US 
Gold versions of Ghosts 'n 
Gobins and Ghouls 'n’ 
Ghosts, in particular, lack 
verve and reveal a laughably 
poor drawing competence 
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ዘገ silhouette, ico we could have done quite 
easly with a homed hemet and we would 
have shot arda with a cloak. We had 
photographers and locations all set up, but it 
never quite happened. For the end product 
we just had to spend a lot of time re-rendering 
thé images ourselves, so a poster from five 
feat away would look alright." 

GAME Group conduct surveys on the 
power of packaging and POS in its stores, 
and though it was not willing to reveal 
numbers, the company is convinced that 
powerful imagery Geenly affects consumer 
decsion making at the final moment of 
purchase. But many designers still believe 
ihat the industry has some catching up to do 
"On the whole the standard of artwork is very 
iow, verging on The insulin, when you 
compare it to the music and film industry." 
says Taylar-Homa. “With POS. advertising 
and boxart tere stil seems to De a haven't 
we always done î ke that wîy change?" 
Outlook. But attitudes are beginning to 
change and designers are using diiseni 
1007۲175 of convergent meda and executing 
those ideas much better" Hopeftuly such an 
outlook should bring about an flux of 


sophiesscated Imagery inte aame stores. 





Macario. head of marketing for GAME Group 
Ltd. "Products are allocated areas in store 
ranked in order of prominence. Space 55 
allocated in gradings, from front windows to 
gondola ends and standees " POS, too - 
though it only has a flesting appearance in 
shops = pays dividends to design companies. 
Although creating boxart can raise the profile 
ofa design company, it does not always 
prove to be especially lucrative. One well 
established consultancy = which wished to 
remain anonymous - tok) Edge that a major 
thirdparty pubirsher paid derisory sums and it 
"was insulted by the amount of money ሺ paid 
tor boxart." The indignity was only 
compounded when the pubksher decoded to 
play it sate with the original American design 
and dropped the company's European 
treatment at the final nour 

Jonathan Taylor-Horne at 5: «38፡88 55 af 
too aware of the difficulties that come wath 
creating cutting edge POS matenals. An 
ambibious locanon shoot for MOO was droppe 
smply due to time constrants. “The renders 
we Were given were low nes so we decided to 
get some location shots around an old castle 
in Britain. We were going fo hire smoke 


rnachines and planned on having people shot 
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are far better, Project Gotham Racing is 
pernaps one of the worst exsmpies of Doma 
in recent memory. Harvey Lee, Microsoft's 
European firstparty marketing manager sorts 
around the issue of why intial US and 
European Xbox artwork is the same, but 
offered hope for the future. "Xbox packaging 
in Europe is already evolving on 8. more local 
basis. The Qunch titles are great and we are 
very proud of thern, Dut we have even more 
real depth coming through in our firstparty 
portfolio in the future and the European 


= 


packagng wil reflect thes 


State of independence 

[he state of modem videogame art 5 
Certainly inconsistent. For every ico, there wil 
be 100 boxes with lazy renders set into relief 
by orange and yellow explosions. The major 
publishers are turning to independent design 
Studios more often, not just to get a fresh 
perspective on boxart, but also tà help 
produce cutting edge POS materials for 
ratzlers. Preckctabty, it's the retailers thai call 
the shots on which titles to promote and to 
what dearee 


"We coordinate our POS on a weekly basis 


with a marketing schedule," states Anna 
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Atari would unashamedly tap into any 
popular trend if it would help shift unts. The 
alan hunting tile, Xenophobe, offered a 
wonderful opportunity to mimic the work of 
HR Giger on its box front. Ridley Scott's 
‘Alien’ had been released just a few years 
previously and Giger's work was gaining 
influence the world over, Obviousty, no 


E permission was asked, and ma you'd expect. 


the likeness is merely ‘coincidental’ 














Atari: 


Alan artwork veered from the subline to tne 
nidiculous. From the captivating 70s sci-fi sse of 
ties such as Berzerk to the ordinary poking 
Battlazone, Aten tried many looks Over the years 
Like (he coders. Atari cain’! credit tts artists for fear 
that they would be poached Dy mals 

Much of the imagery communicates the passion 
and joy of an emerging medium and still uniocks 
powerful emotions for retrahmsacdis. Vibrant 


mulhcoloured boxes were used for the first reise 


(19770-19582 ሄ nth aspe ca 


boxes soon folowing. Tha large number m the Top 
፳፲ corner represents the amount of game 


variations" available on the cart. Not a selling point 


Tona has med ence 
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Giger counter 
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Some of mates earlier Gane, 
including Jet Pac, Lunar Jetman, 
TrangAm and Cooke, were mladased in 
ihe standard tape cassette boxes. Thay 
were a little cheaper but lacked the 
impact of the apulanthy boxed games 
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Ashby de a Zouch by Tim and Crs Stampar, 
Ashby Computer and Graphics Mence tne 


ACG on ጠነ packaging) had hits with classic 


titles such as Jet Fac and Pssst. The change 
to Oime Fay tie Gane followed soon after 
and Bonn Semra res suc ss Arx 
Lore. Lndenvuride ad Sane Wulf wer 


brilianty concamed and executed, many wf 
remember the distinctive packaging tut 
showed ihe games of to their best 


advantage Designed by Tim Stamper they 


znorted one single design motit, rien nues and 


WG BnogSed ሸገ a MHUU DICK DON. OTIDE 
games wer luxury (ternis to teenagers Dac in 
Ine earty- to md- Bos. Arthouon costing a 
hatty £9.95 back then, the box design did 
wonders lor sales and certainty haiped 


estapusn me Lilftimate brand as one 
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Nintendo US and 
Japanese artwork. 
NCL's brand values are 
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how far a game travels 
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There's a significant difference between US and Japanese 
baxart. Go Go Trouble Makers (above) and Animal Leader 
(below) prove just how radical Japanese boxart can be 


3 ۱ The full package 






Mr Drier 2 with GE box 


Its not surnnsing to discover that packaging in Japan is approximate 25 per cent smaller than in the US and Europe 
AgreCGube and Game Boy Advance packaging is particulaty coute and Japanese consumers plaoe much more emphasis 


On good design Nan a dane thal merely Gominaies a ict of space cn a retail shelf. Smaller boxes also have an obvious 





- practical functiorr. dar : ር much mare imiited than in the west. 
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Capcom's flamboyant 
Japanese Street Fighter ዘ 
artwork (complete with mad 
Blongated limbs) was neiected 
in the States fora more 
realistic interpretation. 
Although hardly surprising, it 
would be good to see more 
original Japanese artwork 


make it over to the west 





Nintendo Co Ltd: 


Judging the tastes of different regions is 
essential to maximising tne sales potential of a 
videogame. Nintendos dominance of the US 
company a lot about the values AMEN ARNE 
Arnencas youth. Hagardless ot the minor 
changes that are made for games Such as 
Mario 64 and The Legend of Zelda: Majora's 
Mask, NUUS internal design teams. have always 
emphasised the tun aspects of its games. In 
essence, the Doxart communicates the 
ebulbance of the actual game, Although some 
Consumers will forever sideline Nintendo 
because of ifs paroelved kiddie image) the 


company continues to reject the easy render 


for its Game uber titles, 


ehigeru Miyamoto began at 
Nintendo es an artist. His distinct 
style has influenced Nintendo games 
and artwork for aver two decades 
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Sega's Mega Drive artwork was largely targeted at toonagers. The Revenge of Shinobi, Sonic The Hedgehog, Sanic Soinball and Dr Robotnik t Mean Bean Machine all create an 
impression of fun and vitality. Thirdparty companies, such as Treasure, were encouraged by Sega to develop games with a similar tone, as is evidenced in the Gunstar Heroes boxart 
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Arguably, Japanese developers nave better 


resources and superior m-hnouse CST BETE: መ መ 
7 ee SF 


Sega has always attempted to keep every aspect 


ር. a game's development, including the Dox cover 
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design, in-house. Kenji Kanno, ርጄፎጂክኛ at 


- 
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Hitmaker believes that consumers can instanty 


recognise the Sega touch, ገ م58‎ a package as an 


بسچ =—— 


information too! — a visual lament vou use as 


፤ 


promotion, So the difference of teste would 
appear through this tool. If people feel the Sega 
touch it's because all the people inside the 
company share the same spint and move 
learns ዘካይ same otective.” 

Sega ከር produced some of the most 
Unusual and diverse boxart over the years 
Although a box design will otan change om 


| | ላ ۳ |; om | VÀ AAA. 
region to region, Sega brand values are never ቋሙ Roe a ور‎ uma ww ca CARICOM, 58. 





lost. Bright, vibrant and colourful the artwork E ۳ ت‎ ۱ E ENO ከ8 በቁ... 
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Phantasy Star Online, Virtual On, Dr Rabotnik's | ما‎ C". | m» 9 k 


evident on titles such as Panzer Dragoon, 


Mean Basan Machine and Jet Ser Radio are 


Geary aimed towards dedicated garners. Literal 4 
۳۹ ۱ ۱ 
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hardly ever make an appearance. ات‎ ቸቸ مدا‎ ۵ A 
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የ WE و تخت‎ a .,፤ 
Capcom boxart has improved immeasurably since its Ghosts 'n Goblins days. The energy, composition and artistry apparent in 
both Street Fighter ill: W Impact and Jo Jo's Bizarre Adventure (top left, top middle) are magnificent and complement Sega's 
own hallmarks of colour and imagination. Sega's own refulgent boxart has arguably set the benchmark for others to follow 
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Videogames were for kids, ran the bogic, and early Spectrum boxart reflected this thinking. Big 
guns, big explosions and dodgy drawings of Bruce Lee were early Konami favountes 


Konami: 
onami Hpi 
Like Saga, Konami has always pridad itself on delivering an excelent videogame package, 
from initial game design fight through to the final boxed product. Never afraid to take risks, 
tities such as the Castlevania senes, Vandal Hearts and Salamander have avoided ‘realistic’ 
artwork in favour of a more stylised aesthetic. Konami's Japanese director of product design, 
Yonedo Shizuko believes that overseas tastes should always be considered. “Sometimes we 
will even emphasise the Japanese design for an overseas market if we think It will heip sales. 
A few years ago, in Japan, we used to put the main visual with the 
company name, but many gamers are not buying the game because 
of the logo but because of the produot SEÎT, So now we don t put 
Konami's image forward, but the game itself, We decided a standard 
pattern for the ت۱۵‎ on the upper left side and always the same size. 


| quess these corporate identity issues are now the main Konami 





style for packaging.” 


PA KIVE AN. 


— 
The beautiful Axelay, the 
bizarre Parodious and the 
downright strange Goeman 
main): just a tew of the more 
esoteric early creations of 
Konami's in-house artists 





Department.X 


Department. X has designed the boxar, prormotioneai materials and instruction manuals for some of Konami's most 
prolific titles, cluding the Metal Gear Solid’ and Silent Hill franchises. Typically the company gets six months to 
design tne materials for a big-budget game. This includes coming up with as many as ten treatments which wil then 
have to go mrougn several approval stages with product managers, marketing departments and the platform holder. 
When Department.X first submitted the original box design for Metall Gear Solid — which used the original artwork ha 
by oj Shinkawa — ۱۱ was not met with widespread approval, but once sales figures carne in, attitudes changed, "it 


was almost a record sleave approach,” remarks Uttey. “There wasn't a single company out there that could create 8 
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render that would do the cover as much justice 45 that artwork. Ultimately, | did phenomenally vel and it became 


M av Sell Of 


the benchmark for an alternative approach to the standard computer render treatment." 
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SCE!S internal design team carne up with leo's unusual and eye-catching front cover 
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PlayStation 


Capcom again, proving that it can create winning designs for all formats. 
Susumu Matsushita's Maximo borat exemplifies the vibrancy of the game 


while the superb Japanese Siider 2 boxart is far supenor to the PAL release 
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3 i i * ና ሪው ኝን ይን E The Japanese artwork for Gran Turismo (left) that was also used 
on tha front cover ol E55, and the same game with PAL cover 
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Microsoft: 
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had the sarne box design for al three key territones 


Justin Kirby manages tne Xbox brand identity and 
creativa davelopmant in the US. "We asked three design 
firms to pitch packaging ideas and than selected two 
designa from each. Than we refined them and boug [211 


[harm to focus areups in the US, Japan and Eurmpe 


The winning concept had the strangest impact around 
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form helps. Depbartrmnaern ox ace proceed (he manias for Seni ጎሸ ፡' 
More recent Xbox bnar, especially thirdparty titles, 


has died across all the triones. There are 


Fesi [roang on Xbox. Fragmented magery and autumnal sais 
encapsu&ie he Grainy almost monochrome feel of the game اما‎ 
a few good examples of the form, such 68 Dead or Ale 
J, ዲበ in general. Mbox artwork tends fo be bold but 
crude. Pirates: the ር. xd of Bleck Kar, WF Raw and 


Star Wars: قاس‎ are particulmty bad, lary efforts 
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aking up the space of two football 

T — patches and costing a whopping 
dabble in virtual wartare is the kind of project 
that the military has not got involved in since the 
end of the Cold War. Contained within the 
confines of a hangar in Warminster, the project 
offers the army the chance to host large-scale 
virtual battles using dozens of wide-area 
network connected simulators, Known as the 
Combined Arms Tactical Trainer (CATT) the 
Lockheed Martin developed project is certainly 
cutting edge, but in some ways it is also a 
throwback to the days when the military had the 
best technology and the games industry took 
what hi-tech cast-offs it could from it. 

But all this seems to be changing. Since the 
Coid War ended the military has been subjected 
to large budget cuts while at the same time 





=æ ۰ ۱ —‏ ا መመመ መ መመመ” መው: መ. ከ‏ سس JG FIET?‏ ردو 
رس CLT FATE‏ نع ት Tee M ገሚ ii T a‏ = سے = YO‏ 
"n. "Oe ee i '. e ۱ ny ۸ ተሻ Vh =‏ 
OY D. AEE, “Met PEAT. ee I t Vil /n | | Uu» UJ MA set FN‏ ۱ ^^ 
LEN 1 aT i 11788 ' 6) (ይቴ ۱۱ Y fe‏ 5 4 ك J ጾ E‏ 
I» I ۱11 / // 1,111 1 FN ፪ i ۱ EVI SEIS UE ሃየ "ri ۱ 4‏ سا l‏ .1 
JA) Oe € - ሚያ — 2 81 Les 4 jr TEL መመመ nm LL IE eres‏ 
Takia ዥሪ.፤ Xr PN new // j Pie, —‏ / 
ptt‏ / 


ኻል tie | 9 IECIT on. Lm "nm 27 رم‎ 

i rete ba ~~ MN ////) UT ዘለና” QUU jn HAMM 29A rii, ۱۵ 
۱1 | | AM ri راز‎ ۷ — nobts tet | ۱ ۱ 1 RI ك‎ LO سا کی‎ tee ee EE ee 

TR MI V WU Oe ETT i /// 

£y سس‎ — ጨመ መዛ VER ተአ ee 


atts መ- Il 


à PIEVE ST 
DA; ride, AL! Lr LEER EE a 
M TIR NEP ! ' | re Jil i ار‎ tins, ፡ 
ini [ fi ያ DUE 1411 1] ' | i 1۳31۳1 j N 
ነ ለ O TOT እ. —— RAAB Site hs Ue | n VA MA 


T 2۳3325 9 j 
eevee soe Oe CCN TUE TES "m T "IC Meo og በ ንን SEET ETTEN ፒ r] | | M OUI ያስ LEN 


r TAS የዓ. ۷ 17 VAN AM Jy MANN TN x "- — a 1 ار‎ |፤፤፤ |. 


| Tire | irs, 
۹ x "- .- መ ILI it; 
110077 La "PDA pl Terre ላ MM | À ENÎ ۳ a ۴ 9 1 J; '፪8፪፪ ይር 


ደርጀ ጨር LOEN FETE) [ 


/ "ne — wwe “ሸበ 0 UA M UN ۳/۳ ng * ሎው ጸመ سس‎ M 


ee o ~ ٩ | 1. ۲ | af »ጻ 
፤ ያ.) ne: Wine ኳ ز‎ ۸۱ ۷ ۱۷ ۱ ዘዘዘዘ 


vies Ms. 


A ARAARA ۳ UU P 
ፈያ) y izt "er re ee LSER f s 1 LI ieee EEES + 
ار‎ AN EENETI ving س‎ n و‎ nmi 


UI ያ. Mn ] 
1 RE ERR EN 
ው 
LEES EEA J 


...፡‏ " و 
pei APT FT‏ 
r MA ፪1 |‏ 


] | j MEE, AS i C- 
i | 
£ 2 ያ ተ ያለ ۱۸ | POE LIUM BERETAR 


Trem. ot) pee eee ም ያኛ 
D ኣነ ULLA | (1 1 
1 iri L ۱1 1 13 77 T: 
ار‎ PETRI | 
۱ ۱ 4 
if 


ኢ8 1 6 
۱ Y ETUR. pe i 
WIPE: 
1 


i '፻፻ 

- ۱ ۱ 1 dii ኳኳ i 

፡ኤሬሜመሙ 4 ۱ AS 1 ۷ 1 
2111113355 57713۳504 1 

۱ eT F [t 
۷ 

۱۱۸ Wy 

ግ‏ ار WAALS Pees‏ اک زر 





፲፲: 2 1121 1121 


(ibe ah 


x ya 
"b lum 


رز | 


a À 
i 22788 87 
uaa! ALN aay 


SX LEE 


CATT = the Armmy's new EX30m plaything described by a spokesman for developers Lockhead 
Martin as “ne ultimate Videogame.” Up ta 8020 soldiers can take part at once in this virtual warzone 

























videogames have grown into one of the 


/ ህዚቨዝርፎ! entertainment industnes. But ook 
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/ LCD screens. a British military invention 


/ opened the door for handheld gaming. In 


/ the US the military created what would 
/ become the internet as an Indestructible 


communication tool, paved the way TOI 


Spacewar! to spread across American 





universities and (eventually) kick-started 
online gaming. ቨ it was not for military cash 
itis questionable whether microprocessors 
would have even besen ዘኺዊበ|ፎጳ. 

The lona ine of military simutators from 
the likes of Lockneed Martin, BAE Systems 
and Thomson Gor nave pioneered 
computer graphics and simulation game 


developers have often sought achte and 





endorsement from the mitan. However. 
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notes Chris Moseley Although based on a game, the military 
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Spun out to the private industry with finas Defence (MoD), "Now, however, removal of Ha-Life’s sci-fi setting. DIVE 
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: commercial ۱۵۱۳۵۵ (5 becoming So also leaves solders mn tha dark as to how 


acvanoced that t spins into the militar, Much ammo 35 in Their gun and Payers are 
QientiO should know as, together with much more vulnerable to being shot. The 
the MoD, it is using a customised version ability to shoot through floors, doors, 
ot Half-Life to test how new weaponry and ceilings and walls also features. 
equipment may impact on the battlefield. According to Maverick Development's 
Chris Morris, technical managar of managing director Phil Daniels, the project 
wartightindg experimentation at QientiQ, is a world away from game design. "It's 
explains, "The MoD is looking to exploit totally different. In a game you are creating 
synthetic environments for a variety of a fun experience based on an Imaginative 
purposes. One of these purposes is to design that is designed to provide 
expennment with new weapons and tactics entertainment," he explains. "In 
which is where Half-Life comes in." comparison ihis product sets out to 
With the help of games developer reproduce actual expenencaes, botn ዘገ 
Maverick Developments, OientiO has appearance and behaviour. The purpose is 


turned the Half-Life engine into DIVE to test acbons and evaluate results, heiping 
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energy weapons that have wormed ther way into the world 
| 
t may usa tho ۳۵/۲۵ engane and look lika an oid pm shooter but DIVE is being touted as a military fool that could influence the 
kind of Weaponry and equipment the British matay will betuseng im tan years. ima. And, yes, the poor monsters have been removed 
| 


| “If it was not for military cash it is 
| questionable whether microprocessors 
would have even been invented” 
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“We made a bombing simulation for the 





. No one seemed to.notice the name” 


However, how extensively the game was 
used as a tank training tool by the US army 
remains sketchy. 

Veteran game developer Digital 
Integration was also involved with the 
military with Its mid-'80s PC flight sim 
Tormmado even being used by the RAFS 
legendary 617 Squadron = better known 


as The Dambusters. "In fact we recently 





ot a call mm 617 Squadron asking for 


our help as their copy of Tomado had got 
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damaged, They were about to head to a 
posting In the Gulf and wanted a 


replacernent CD as they use it tor mission 















planning and so forth," beams Nick 
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More racentiy Codemasters has been 
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information and advice from the military is often sought by 
developers and publishers to help ensure a games atcuracy and 
Flashpoint from a hit PG aame into a realism. Just Fights latest release, Dambusters was made with 


1 
LI d 


helping the US army tum Operation 





the help of current day members of the Dambuster squadron, 
a na መ ትግ የሚሆ” al IC መከኩዙ ፤ህ መር jt 
military training tool. "The US military was and BAE Systems helped on Digital Image Design's EF2000 sim 
interested because the garne offered which ts based on tha still-yet-to-be-made Eurofighter aircraft 
control of several troops at once, the ability 
to play online, a great map facility for 
planning tactics and because it used 


combined arms,” says David Solan, Dirty fighting 


Caderriasters' senior marketing manager 
While elements in the military are happy to wax lyrical about the retum on 


investment offered by taking advantage of videogame technology, the trend does 











in the US. “There's also be ۱ 


n interest from 


a 
the Australian army and US secret service.’ raise several moral questions. For those crusading against videogame violence 


Linderpin ning this incr Basing Interest from "EUN Se ena T pact JOE ا‎ ይች (ወያ (ር CHIT DH 
hanmui to children. Moral questions of whether to bet the military turn a game 
the military in the potential of games is from entertainment to a primer for killing is aso one developers have to tackle 
te convergence of the technology being “ከ were soma moral issues to work through initially," admits Kenwright, 
used by the armed forces and being used "but these 58 were no dieni to what we were already doing." In contrast 
ን Mavericks Phil Daniels belleves the ethical arguments aren't a problem, “We 

በ videogames, would rather the people that risk their lives in protecting us have the very best in 


lan Bickerstaff, a simulation specialist training we can provide” 


at BAE Systems, says that in the past 
decade videogame graphical technology 
has rapidly caught up with the systems 
being used in hardcore military simulations 
such as CATT. "Ten years ago we were 
using Silicon Graphics machines with 
features like z-buffering, on board texture 
mapping and high quality anti-aliasing, The 
sart of things that we are now beginning to 


see on PC graphics cards and on 


Pilayatations," he explains. “The technoloay 
y dy 


Jaquar fighter squadrons which we named 








of the armed forces. Now defunct flight 


simulation specialists Digital Image Design 
(DID), for example, spent a significant part 
of the 'BOs utilising its PC know-how to 
produce simulations for the RAF. “Our first 
dealings with the militany happened in 1993 
just after DID released ۲۳۸, recalls Martin 
Kenwright, managing director of Evolution 
Studios and former head of DID. “We 
made a laser-guided bombing simulation 
for the Jaguar fighter squadrons which we 
named TITS - Thermal imaging laser 
designation Interactive Training Systems. 

'No one seemed to notice the name 
during the procurement process, although 
it did later cause a stir," laughs ۸ 
"Anyway these laser-quided weaponry 
systems went on to 56 used by frontline 
RAF pilots in Oman for training and we got 
a large amount of interest from doing it with 
something like 350 requests from armed 
forces asking us to work with them." 

Other games companies have also 
dabbled in the military market, most 
famously Atari in the early 505 with a 
soupecd up version of its wireframe 3D 
arcade game Battiezone. Although the 
project did cause internal friction at Atari 
(some of the more peace loving Californian 
coders were appalled that their game was 


to be used as a killing sim) it did ao ahead 





















5 definitely migrating down. Whereas ten 


years ago we could see where the future af 
computer graphics was going to wi DOW 
many of our image generators are based 
an PC graphics technology rather than 
custorn-budt hardware." 

Mascall agrees, “Until recenti there was 


a fairy wide gap between the aerodynamic 


maths you could afford to implement ona 
home PC compared to a bia military 
simulator, however, this gap has narrowed 
considerably." This convergence 0 
technology prompted some people to cal 
for the use of gaming technology in the 
military, Pete Birch, a former RAF wing 
commander who helped pioneer the use of 
gaming technology in the RAF, believes 
game-derived simulations could and 


should save the MoD millions 


Think tank 
"There are two schools of thought on 
simulations in the military,” says Birch 
“The first is to build a simulator that does 
everything. These type of simulators are 
expensive to develop and once built cost 

o much the RAF can only afford a couple 
of the simulators. The second school of 
thought is to use part-task training, which 
teaches the elements of a particula 
function." Using part-task simulations sucn 
as DID's laser-guided bombing simulabor 
could replace much of the need for Dig- 
budget simulations frorn the traditiona 
military contractors, belleves Birch. 

"The part-task simulations can deliver 


90 per cent of the capability of the big 





budge ators but are just ten per cent 
t the cost,” notes Birch. "Some ርሽ the 
graphic engines out there are as good as 


those on offer in a big budget simulatio 


expect you can buy it in the high street and 
use it on a £500 PC." 


Bickerstaff, who helped DID during the 


development of EF2000, however, believes 


the laraer contractors stil offer more. “| 


don't see videogame developers entering 
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Despite the graphical prowess of BAE Systems 
flight simulators (above) the distance between PC 
Gane graphics and Emutt-million simulators is 
increasingly small, However BAE Systems does 
boast an edge thanks to banks of PC graphics cards 
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Uncle Sam goes digital 


The days of Uncle Sam posters may well be over for US 
citizens. While the behatted and goatead Uncle Sam 
may have made the grade in the past, the use of 
computer technology is now seen as a more effective 
way of getting American youth to join the ary. 

To this end, the summer saw the US Anny make its 
frst steps into the videogame publishing arena with the 
release of Amenca's Anny — part FPS, part RPG. Yel 
despite having spent a reported $6-7m of US 
taxpayers' money on the PC aame the army has 
decided to distribute tha gama as freeware, maxing it 
available on magazine cover disks and available Tor 
download at http www.americasarmy.cam 

The game is composed of two parts. The first | a 
FPS which uses vanous scenarios to Inform players of 
basic aspects of the amy and give them a feel for basic 
training. In companson, the second part, which 5 based 
en role-playing games, is more overt in its attempts at 
pushing the arrmy's message with edutainment-like bids 
at bnefing players in the army life, both on and off duty. 

Judging by the game's website, the first instalment 
of the game, published in July, has already proved a 
massive hit, with well over 100,000 postings having 
been made. In the build-up to release, however, the US 
army has made some bald claims about its game which 
only served to highlight how new the amed force is to 
the word of videogames. One of the claims is that the 
game is “the only game to link experiences across two 
entirely different game genres." The other claim is that it 
is "tha only game reviewed by anny subject matter 
experts for realism." Given the widespread cross-genre 
fertilisation ከገ commercial Videogames and the long 
standing use of military advice during game 
development, neither of these claims stand up. 

A further ciaim is that the game's role-playing 
component offers an experience where “an infinite 
amber of drameatised story paths untold, based an a 
undue alime assembly af storyline by the patented 
story engine." For gamers who've nad years af game 
publisher propaganda about infinite polygon engines 
and total gameplay freedom. this statement is 
Somewnal hard to swallow. 

From the US army's point of view though, the game 
is about persuading Amenca's youth to sign up and the 
rush to download copies of the game's first instalment 
certainly confirms a strong interest from the public — 
bath in America and beyond. But whether giving out 8 
commercial quality game for free is enough to have 
any impact on the lang-terrm decline in new recruits 
joining the US army, à problem that has dogged the 
organisation since Vietnam, remains open to question. 
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BAE Systems’ Warton-based simulation department uses Software to help build new aircraft such as this Future Offensive Air System [FOAS) aircraft that was part of a series of 
future aircraft concept studies done by the military contractor. Just ane of tha ways in which videogame entertainment ls influencing the naxt-generation af war machines 


the military market as a threat, far from it. develop contracts that would fit us due to Purple currently produces game-like 
its a diferent approach,” argues the way the procurement process Training tools Tor organisations such as the 
Bickerstaff. “The military stuff videogame worked.” Money is ርን an issue. "There's FBI and US Navy, but it began life as a 
developers are creating using PC-based alot more money in games than there is games developer called Tsunami Meda 
technology is Usually quite narmow and ዘገ doing simulations for the military,” "Visual Purple grew out of Tsunami 
concentrates on small tasks such as fring notes Kenwncgnht. Media after it was offered the chance to do 
weapons. Now that is a really good way of Some developers are more willing some work for the US govemment on the 
training someone about that task. However to explore the opportunity. "IT the back of its game Sent Steel, which was a 
we're making simulations with 360-degree Development work i5 there and the nghi Interactive movie where the player Captains 
view, that produce realtime imagery at people are involved then its a possibility,” a submarine," explains John Jarrett, vice- 
60Hz, generate terrain on the fly and so says Daniels of Mavericks position. Others president of appliance at Visual Purple. 
on," he adds. have gone further and abandoned games “One of our concerns was that a games 
tor a military lifestyle. Califormian firm Visual company ገር] not be taken senously by 


Red tape 


Despite the fast vanishing technology gap 
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Games industry, developers who've 
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cautious about getting too involved, “The NA 
ammy moves to a diferent drumbeat to tne (ነ 
games industry.” Says Kenwngnht. "There's 
alot of politics we had to get through to 
work with the military and in the end it 
Decarne a distraction and was killing a lot 

of the gaming culture in the company with 
the amount of paperwork and approval 
processes involved.” 

Mascall admits that Digital Integration at 
one point considered becoming a full-time 
contractor for the military but ruled out 
such a move as "the military was unlikely to 


DIVE (Dismounted Infantry Virtual Environment) is the customised version of Half-Life currently used by the MoD 
to research the tactical implication of now weaponry. But do the instant death, quicksave features still nemain? 
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Despite the rush towards realism in war-based videogames, the military may find an abstract image such as 
this one from a BAE Systems simulator more useful thanks to the emphasis on clarity rather than detail 


Kenwright's vision of UAVs does hold 
some weight, as back in 1998 Creature 
Labs (creators of the artificial life sim 
Creatures) was working with the MoD to 
develop Al UAVs, although this project 
eventually came to nothing. Bickerstaff also 
believes simulations will play a key role in 
the use of UAVS. "Its an area that is difficult 

or us to talk about as we are involved in 
the development of these craft. But 
simulations could also be used to create 
imagery as seen by UAV," says Bickerstaff. 
"This imagery does not have to use the 
visual spectrum you might get from putting 
a camera on a UAV but could use feeds 
from sensors to create a more abstract 
image. We could produce very realistic 
Graphics in such a simulator but for those 
on the ground it could be more useful to 
have visualisation displays that provide less 
Cluttered abstract representations." 

Couple these predictions with the US 
military's decision to start publishing games 
and it is clear the influence of videogames 
is only set to grow. What emerges in the 
long term from this strengthening 
relationship is harder to pinpoint but, on 
paper, videogames have the potential to 
change the very nature of warfare یسم‎ 


Itself. ል disturbing ۵ = 


potential to 


the government and military so we set up 
Visual Purple as a separate entity. " 

While the military's work in providing 
technology, inspiration, information and 
guidance to the games industry has had a 
clear effect on games — especially 
simulations — what impact the use of 
games will have on the nature of the 
military 55 less clear. Morris feels the impact 
ot virtual research tools like those he is 
using Half-Life for will have wide-reaching 
effects. "| think it could have a profound 
impact on the future as it could affect what 
new equipment is taken up by the military 
and should make it easier to identify 
problems with new technology earlier in the 
procurement process,” he says. 

Kenwngnt believes game-like 
simulations are likely to play ፳ vital role as 
unmanned air vehicles (AVS) start being 
adapted. “The focus for the next 
generation of planes is for them not to be 
manned which deepens the links with 
videogames as the next generation of 
pilots will work from bunkers using 
simulations," he suggests. "We're moving 
towards hyperwars. Whereas in the past 
wars took place over years and months 
they will increasingly take place over days 
and hours using smart Al in UAVs." 
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“On paper, videogames have the 
change the very nature of warfare itself’ 


SM 


assisting them in heightening their operators’ tactical awareness. 


Doom (PC) 
id's seminal firstperson shooter had a high profile but brief 
impact on the US anny when the marines developed a mod 
that they hoped would help train its troops. However, things 
didn't pan out and Marine Doom, which replaced demons 
from Hell with soldiers, faded to cut the training mustard. 


World Rally Championship (PlayStation2) 

Nat tha obvious candidate for military involvement but this 
PlayStation? game's terrain generation methods are the Dy- 
products of developer Evolution Studios’ past involvement in 
working with the military. Such is the superiority of the game's 
engine to its military forerunner that the armed forces are now 
interested in using the latest version. 


Virtua Fighter (Arcade) 

The original arcade Incarnation of Sega's flagship fighting 
gama relied on hardware Sega co-developed with military 
contractors Lockheed Martin. Sega's Model 3 arcade 
machines, which also carried the likes of Daytona USA, was 
the result of a mid-'90s deal with the military heavyweight, 


Battlezone (Arcade) 

It might not have fitted Atari's early "BOs San Francisco hippy 
image but when the US anny asked the firm to produce a 
souped up version of thair wireframe 3D arcade gama 
Battlezane in the early 'B0s Atari's bosses were happy to 
oblige. Despite the high profile nature of the deal, many 
believe that few soldiers benefited from its conversion into a 
military training tool. 


Creatures (PC) 
They may look cute but at one point the MoD was looking to 
enlist the artificial intelligence lurking behind them to control 


unmanned combat air vehicles. Yes. really. Little progress was 
made and eventually the work and the project was abandoned. 


Spearhead 1 & 2 (PC) 

This 1988 tank simulation proved successful enough with the 
US army for developers MAK Technologies to be asked to 
create a sequel more geared towards the army's requirements; 





in 1888 Spearhead becarge the new Ball agone. Just like Atari, 
fun’ simulation into something which d train the naxt ge 
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Nalin Sharma 
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TWO years ago city ditanagement consultant 
Nalin Sharma, won an Edge competition 
searching for new game development talent 
His entry, at the time called Cubic Juggler 
(now re-titled ZooCube - see p92 for a 
raview), was a fast-paced puzzler, mixing the 
tidy 'em up gameplay of Tetris with classic 
kiddie card game ‘Pairs’. The prize was a stal 
at top Cannes-style industry event Milia — a 
chance to showcase his talent to the 
publishing world, The rest is the kind of 


"bedroom coder makes good' story we'd 


given up on ever hearing again.. 
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was that a conscious effort to get back 
into the industry? 

To. be quite honest | always thought | had a 
good chance of winning, but | never expected 
to make any money out of it. When | showed 
the game at Milia people were saying well it's 
a great bit of shareware or maybe we could 
use it as a giveaway product. | thought well, 
it's great to be here, wouldn't it be great if it 
could last. You know, working in the city, with 
a family, a coupie of kids, ۱ had responsibilities, 
its not like | could just leave everything and 
go away and pursue something - | ጠ nat 21. 
But it just built from there. 


Was there one thing that happened at Milia 
that made you think there could be 
something in this? 

Wall, | had two CEOs including Rod who were 
interested in the game and also | met up with 
John Cook {a veteran industry agent, 
representing the likes of Geoff Crammond) 
who said he was just blown away Dy the 
game. | mean that was the first time | showed 
anyone the gama in its final finished state. 
What we have now is a lot more polished in 
terms of music and graphics and sound, but 
the undertying Gameplay ts the same. My 
memory of the week was that | was 
completely exhausted but | emoyed myself, 
showing the game, talking to people, | didn't 
know what it would lead to. 
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So after university you went to work in the 
city as a management consultant. How did 
you get the idea for ZooCube in that sort 
of environment? 

| started reading books about innovation and 
creativity. My thinking was, well, why aren't 
there any new ideas in games, or why are 
there so few that seem to work. There was a 
quote in Edge a few years back by Eugene 
Jarvis who said all (he prime real-estate had 
been taken up, and that all the games that 
could be made, had bean made. | didn't really 
agree with that. | did a whole bunch of 
research into how you come up with ideas, 
how you develop the right side - the creative 
side - of your brain, etc. 


So you took quite a psychological 
approach, rather than looking at other 
games? 

Yes, the first step was finding out how to 
become creative, and the second part was 
training myself to become a bit more reflective 
and to not think so linearty. And it's hard as a 
programmer to try and do that. | also taught 
myself how to draw and having learned that | 
started playing around with ideas, and looking 
into how you come up with new things, 

Then about eight years ago, ۱ broke my 
leg playing football, and it must have been 
some of the drugs | was on or something, but 
| carne up with this neat idea, that kind of 
re-ianited my enthusiasm for games. | spent 
two years on that, but it turned out to be too 
difficult for me at the time, so then | came up 





ZooCube was a return to the videogame 
industry for you, rather than a beginning. 
How did you first become involved in 
game development? 

| did a Scambi clone about 20 years 
ago, called Scram 20, for the Vic 20. | was 
18 at the time. l'd just been to the arcade, 
saw the game and thought it would be great 
if | could do something like that. So | read 
a descnption of it in à book about 

first getting really big, and wrote the game 
based on that description. 


Was that game published? 
| sold it to a magazine and eventually it was 
picked up by Artic Computing, and they 


"| broke my leg playing football, and it 
must have been some of the drugs | was on or something, 
but | came up with this neat idea" 


The thinking behind this was, how 
would an entity ኬፍ in 3D space if it were 
being continually bombarded by objects. 
So | started doing a few sketches and stuff, 
and thought, what sor of things might be 
coming al you, and | started to think about 
shapes. Then the basic idea of shape 
matching carne into my head and probably 
the most exciting moment was when ! 
thought let's prototype it and try it all out. 
And it became a hobby, | just kept building 
it and refining it for three or four years, 
getting people to criticise it. 


tit 


published it on the Vic 20. | didn't make much 
money out of it but slightly more thàn | would 
have done selling cassettes from home, Then 
| did a music synthesiser for Quicksilva, and 
that's when | first met Rod Cousens (now - 
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With ZooCube, you actually handed over 
the development responsibilities to two 
companies - Coyote handled the 
GameCube version and Graphic State 
the GBA version. So really, you - as 
designer, producer and managing director 
- are the only employee of PuzzleKings. 
How did this model of the 'virtual studio' 
come about? 

It was partly out of neccessity and partly... 
it just kind of fell into place. We started to 
deal with Acclaim and obviously we had a 




















deadline, and | had a choice of setting up a 
eveloprment studo, or sub-contracting out 
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team of developers, or do | want to focus on 
the ideas and coming up with new things? 
And for me it was the latter. I'd like to continue 
with this model. | don't have to worry about 
developers from day to day, Hopefully it's 
good for everybody. 






Do you think we'll see a rise in innovative 
games like ZooCube now that next-gen 
platforms have levelled the graphical 
playing field? 

| would hope that's the case but having just 
come back from E3, | think its going to be 
is looking at what's happening in the industry 
and everybody wants to plan licences, 
everyone wants to see tities that they know 
they can put in their spreadsheets that can 
sell a million copies. Even if that means thay 
have to spend more upfront. 

l'd love to see more innovative games, 
and | hope that there are, but if you look at the 
industry, there are very few companies that 
are doing that. Sega is doing It and a few of 
the other Japanese publishers, but it's going 
to be quite hard until developers are given 
more power in terms of being able to make 
decisions. At the moment you've got 
presidents and marketing people making 
decisions about games which they're entitied 
to do, but at the end of the day, what kind of 
game would you rather play = 5 it a game 
that's got a lot of soul in it, that's been 
developed by people who have put their heart 
into it, or something that's been managed by 
marketing people’ 


So was Acclaim the first company to 
approach you after Milia? 

Yeah, basically we continued talking to 
Acclaim, but actually putting a deal together 
takes a fairly long time, and we talked to other 
publishers as well — there were lots of other 
publishers that were interested and which 
came round to see the game. But it was 
difficut, during what was a transition year for 
tne industry, 2000-2001, to get people 
interested. And it's always tough to sell an 
original game. 

That's why it took about 18 months to 
get signed. ۱ sat down with a publisher 
nearty two years ago and he said to ma, 
"Congratulations you've got an absolutely 
fantastic game, | really enjoyed playing it, 
but we don't know what to do with it." 

That wasn't an isolated incident. Ir takes 

a bit of imagination and vision and fortunately 
that's what Acclaim had, it - and particularly 
Rod Cousens — had the balls to back it and 
that's how | ended up with Acclaim. 


Were the publishers that you went to see 
expecting a whole development studio? 
What sort of effect do you think it had 
when you turned up alone? 

| think sometimes you have to come 


"| sat down with a publisher and he said to me, 
'Congratulations you've got a fantastic game, | really 
enjoyed playing it, but we don't know what to do with it.” 


What skills do you think you have that 
industry might not have? 

It's a great background to be able to say, yes, 
I've shipped product. But I'd say the biggest 
thing counting in my favour was working in the 
city, in a professional environment, being used 
to working to budgets, managing people, 
dealing with people at a very senior level. | 
think that's what counted in my favour more 


GameCube title within seven months is pretty 
experience also allows me to talk through 
problems with the developers = if | was just a 
straightforward marketing person | wouldn't 
be able to do that. 


across as though you re representing a 

big company, because it gives you more 
credibility. Having said that, what counted 
for me was, firstly, the game had won an 
award already and, secondly, it was actually à 
core product that 1 could give them and they 
could play with. 
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Do you think that Acclaim's decision to 
fund a comparatively low-budget game, 
might persuade others to risk money on 
It's very difficult to get anything original offthe 
ground. | mean, if you take a company such 
as EA, it had a $1.7bn turnover last year, but 
how many original games did it come up 
with? Its based on a business model where it 
one would have thought that such a large 
company should have some kind of a 
responsibility to grow the industry, 

| feel that the whole business model has 
got to change somewhat. Maybe in five or six 
years when you've got online distribution, this 
will provide another mechanism for publishers 
to be able ta try new stuff and see what's 
popular — a bit like an advanced version of the 
demo disks you get on the front of 
change when everyone's online. 


So what's next for PuzzleKings? 

Wall, | want to concentrate on high- 
adrenaline puzzle games. I've got probably 
three or four ideas and | want to have at 
least two prototypes by the end of the year. 
The first step is to get ZooCube on other 
formats, to consolidate that title. But we 
need to take a bit of time to reflect on 

the last year or so because it's been [s 
a bit of a rollercoaster. £g. 
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What's the most difficult element of 
designing a puzzle game? 

The hardest thing is coming up with a new 
idea in the first place. There is no limit to 
the number of new ideas you can create, 
but it's finding the balance of providing 
longevity for gamers but also appealing to a 

You want to try and broaden the market - 
if the industry's going to expand and have a 
bigger future, you want people who don't 
normally play games. And those people are 
more receptive to innovation. They'll look at a 
new firstperson shooter or racing game and 
think its pretty much the same as the previous 
version, but if they look at something new, 
they haven't quite seen before... 

It's like when they designed The 
Simpsons’ they changed the colours of all 
the characters to bright yellow, the reason 
being that there are hundreds of channels in 
the US so when people ara flicking through, 
they'll see something they haven't seen 
before- it drew them in. That's what we're 
trying to do. 


So have you shown the game to lots of 
your old city colleagues? 
Yeah and the response has been mostly vary 


Do you think this could take off 
throughout the industry? 

My producer in the US would normally 

the development tearm, bul in this casa, 
because I'm kind of doing that. it frees up 
his role, so he hasn't had to get involved as 
with other projects. This removes the 

up with ideas, but l'm making the design 
decisions. 


do the same thing as you? 

Well, | kept reading about bedroom coding 
being dead, and | was thinking, ‘Hay, hang on 
@ second, I've just written a game out of my 

| did meet someone at the Beeson Gregory 
meet-up] who was trying to put a virtual 
studio together — a very small team — 

but they were having problems getting a 


publisher to buy into them. But if you're a 


"| kept reading about bedroom coding being dead, and | 
was thinking, ‘Hey, hang on a second, I’ve just written a 
game out of my bedroom and set up a virtual company.” 


positive. Acclaim also showed the game at 
Exhibition held in Washington [an event 
where American publishers show new 
games to political figures in order to create 
a better understanding between the 
games industry and Capitol Hill), Nintendo 
because people could just pick it up and 
play it, they didn't have to sit down and 
read a mand. 


gameplay? 

of the past. Pac-Man, Defender, Galaga: 
games that you could play for ten minutes 
and get a real buzz from. For me it's the 
heart pumping. the panic that sets in. it's very 
concentrated. 


EDGE ' 


Has Acclaim discussed any other projects 
with you? 


We're taking about a few things relating to 


ZooCube. | think partly it depends on how it 


5515 because it's a new title for them. Acclaim 
wants to be sure, before committing, it wants 
to measure the risk. But we won two awards 

at E3, the reviews have been good so far, so 

yeah we're talking. 
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Great expectations 
Why Edge won't spoil the party... 


icture it: the planning meeting for issue 115, and Edge 

is deciding what to put on the cover There is no 
question, really. It has to be Sunshine. That's what 
‘everyone's talking about. That's what everyone's 
interested in. But the question comes up: what if it's not so 
good? What if the game tums up, Edge reviews it, and 5 
nothing more than a disappointment? A six, ar a five, or... 
Nintendo fans feel faint. ሺ doesn't bear thinking about. 

Relax. If you can bet on ane thing in videogame 
magazines, it's that.a Miyamoto Mario work is worthy of ፳ 
cover story, Evan it it was average-to-awful, that's a story 
በ itself, but it's not, and Edge Is confident of that, Al 
games in the testscreen section are tested thoroughly. and 
Mario's examination was no exception. Sleep was last. 
Meals were skipped. Because reviews are something 
Edge has to get nght; as well as defining the magazine's 
integrity, they're critical analysis of something that others 
have worked on for a long time. And they're about 
spending other people's money. Spending your money. 
Edge has to get it right, 

That said, the buyers’ guide principle doesn't quite 
follow for Super Mario Sunshine. The simple fact is that, 
the decision to purchase 15, for most people, already 
made. The series' heritage sees to that: Super Mario 
Bros. 3, Super Mario Word, and Super Mario 54 were all 
stunning at the tima af release, and all hold up to 
extended play today. Past success isn't necessarily an 
indication of future performance, but to not want to 
experience the next in the series — to find out just how 
good it is - makes you wilfully perverse. And the fact that 
everyone's going to play this game makes one aspect of 

No spoilers. There are many things Edge could have 
detailed in its appraisal of the game, but chose not to, It 
would have been easy to give a list of the tasks, reveal 
every element of thé water play, the secrets and surprises. 
should be, will be, everyone who reads this who already 
has a GameCube and a number of people currently 
without - should have the pleasure of discovenng those 
things for themselves. In the end, that's whats 
worth losing sleep: over, 


ያ? ሙል 


J dy LET novere FAV Hi py 








ee 


(GameCube) 56:06 


ሀዳ 518ክ6ቦ2) SCEE 


—————————————————————————————— የ አደም کے و .سس ل‎ ርይ ስርን سر س س ی س ر ل‎ a 


(GameCube! Nintendo 








IA ROX] Mig rosoft 


|] ; Fi 
V/ gerne Our Aa YE ዞኮ aret ema ox Made HV 





| 3 | 5 n j 1 ዘ 

(U Eve, Edge AALS t^e need, raha ای سا‎ 

|| ከጨ, inrcr d nw ^ CVs ሎካ /ጸ፳ነ ار‎ OF Lr 
با‎ Tb rrr serpresents (he APPONI را‎ 
rare debr, Uy (alr مر‎ rm: رخا‎ ዳ፣፣ 


ከፍላ SR LAM A tA do; 5 cera) cheese) th 
Lt S و‎ Senter mired را‎ ህና Oeo, 
ጸጋ نو‎ ሎጋ ፍወ fang, fre LI imi, 
.. Bees ጸና aa pn, e AIL seem Ode en aU M aine 


m hioc tournent fers ዛዛ WA‏ ربمم 


— 4. most played 


Amped: Freestyle Snowboarding 
۳۸۳۲۷ aright) tracks t Paesi hat uM values Ia TP 
Price Fear CRAG) wins esu eel qt nah. Tere are Ten 


Bethe! hl out varient; ara ness Tir ፈኛ) (hg AD 





jo Aure mel WS Onfy 
the month fir the rA TEE Deus Deacon 


Desi ies nro 7 thought review n E155 





Frequency 

Samir my pee det 130 rec DIULAOY Ou Wir 
hit tho por of troemation, perzevera. Evntuld ነ 
DV e vis, dye) Dern ዉዴ ስብ 





Super Mario Sunshine 
Wirral laus? Read the: niic. then Duy the Gara, 5221 
expenence Dopiic یه‎ or voursetr, Expact ፳ 10 


reram here Tein à féww monmhs vet. Maybe eget 





ጨጨ ፻ [' | ል m A ۳ ያ | 


ሥዒ በ : ኳ ፪ ® 

‘ | የበምህምላፖሥላ ዘምሥ እ / ۱ ሥሜ Vy ፖኒ ና m. f [ a =. ry Ta a 
E | ነ ۱1 | B s 1 | a bg ፻ እኞ ነ ۱ | Barm 
Lu ኤማ الب(‎ =, | AY ۲ | gs A ፪ a i. ۳ ኤርዖ Al | ነ ዲሬ” | ፤ ፪ 


Format GameCube — Publisher. Nintendo Deveinper In-house — Price: Y6,800 ۱۳۵/۱ ፤#:/፳356;! Out now (Japan), September 27 (UK) 
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Fast, smooth, and technically excellent, the rollercoaster sub-game is exactly the sort of thing you'd expect a next-generation Mario to provide. But it's also oddly 
flawed - the restrictive fixed camera and lack of crosshair makes aiming more of a trial than it should be, and removes some of the fun trom an excellent set-piece 
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the ingenuity of Tiny-Huge Island and Wet- Videogarnung has just changed forever, But mast players will blink, forget and 

Dry world. Six years in which to dive for coins Edge said, breathlessly. "Ten." thrill from the start, from the instant they 

in Jolly Roger Bay. Six years in which to ! Perfection? Not quite, but so far above discover that the game's control system is 
It is difficult to underestimate the everything else, and not just dimensionally identical to its ao It feels exactly 

importance of Super Mano Sunshine. Not Mano 54's unparalleled critical reception was the same: it is (superficially) structurally 

ust because It's such a key release for the never purely about a shift into 3D, but about dentical: it looks like 5ለ464 coded for '02. 


GameCube - brand values, character level design genius and a peerless system of The pi plot requires you to clean graffiti and 


recognition, guaranteed sales and so on control. There was al 


ways somewhere to go, locate 'shines', the Sunshine equivalent of 
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island is surrounded by invisible walls. There longer, to thoroughly complete. But it is mon 
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High vantage points provide stunning views of 
the levels, with little slowdown. Criticisms of 
texture quality are perhaps missing the point; the 
game is set in Mario's world, and the simplistic 
style suits the nursery rhyme theme perfectly 
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etitive, and one of the deli 
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was expionng new zones Tor the Wst ime 


That delight is halved here 


stop. So much negativity. Pernaps it 





needs Stating now, before the review goes 
Water effects, while not as overtly stunning as WaveRace, are sumptuous, Several levels include cabling 


further and the brightness you've expected i 
to walk across and bounce upon, and combing them with the waterpack allows Mario to cross huge gaps 


clouds over with doubt, that Super Mano 


Sunshine is a graal piece of work, up there 





with some of the best Nintendo games. Or bigger issues. The camera is now pressure at the foor allows the player a short 

Expectations could not be higher and, at entirely.on the C-stick, and requires much period of hovering grace. That you're only 

limes, Sunshine falls considerably short of input from the player. It's a case of progress seriously aware of that abdity when you lose if 

them. But again: expectations could not be getting in the way of progress, ۲ you wit; the S testament to Now wel integrated mio the 

higher. For it to meet them would be a dual analogue nature of the GameCube mechanic it i5, and gaining proficiency with it Perfect blue 


monumental achievement, and that it Tad controller parmits this method of control, and the honzontal spraying iS a joy. in Goin In Mano 64, one blue coin was worth five 


an 


snort comes down to flaws that sit so which means most of the time the camera cases, squirting 5 assigned to the pressure- yellow ones. Here, they're far more more 
ays dumb. Although there is no Lakitu, its sensitive left trigger pushing the trigger all valuable, because ten of them can be 
traded in for a shine, Hence those who 
wish to perfectly complete Super Mario 
Sunshine will have to find all tha blue coins 
first, and with many hidden in fiendishly 

n. t's what obscure places — check every blind alley, 
Or the level tasks loop just that fraction effect means you're always aware of where everyone expected spray every piece of flora and fauna - that's 


awkwardly with the rest of the sublime, 

blissful expenence set Dur is that of a solid object, but there the way back locks Mario into position, and 
Small flaws, sometimes. For example are stil points where the viewpoint contrives the movement on the analogue stick 

you defeat a boss, and his death throes to disappear behind walls and retneving it becomes directional control of tne water jet 

knock you through the floor into the skybox. can be a clumsy business. A neat shadowing That's perfect, brilliant desi 
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more than you d like, Or the choping isnt Mario is. even when he's obscured, but that's Aside Vom havema. the most basic use sure to take a while. Although sometimes 
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Quite there, and you fall throuan the floor missing the point somewhat - when all yc of the jet is cleaning graffiti and washing the coin locations could be perceived as 
| - z X ighnthy use. t's an ideal subquest tà 
o 5 orate ship, waddle through solid gr see 5 ã wel, you fê not wormed apout away filthy enemies. It has a strong obsessive snightly too obtuse. i d T 
- | ማው undertake between deaths on later levels. 
scenery. Ur ine game crashes, ogad, stop. where Mario is. You're concerned about the compulsive appeal, and discover nag Ine other 


Only once, mind, in so much play time. edge ot the ር: he's about to fall off uses for the jet stream provides some of 


Dnce is one time too many, but... small The game's central innovation, Mario's Sunshine's best moments. The replacement 
flaws. Almost forgivable. Utterly unexpected water-filled backpack, alleviates that fear of tor SM64's cap power-ups are also based on 


from Nintendo. falling 6 as directing the water the وت یس‎ different nozzles on your water 
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This scene from the harbour typifies the game, a complex arrangement of girders which form a punishing 
platforming course. Initially progress is tentative, but the perfect contro! soon allows graceful speed 


Regardless of the similar concessions 


to match those in SEA: no changing water 
levels or sly twists of perspective. The the aame is harder than Mano 64, and 
more linear, too 


retrieved in a set order within each world, 


ermphasis 5 placed on straianttonward shines can only be 





platformindg skill instead, on sequential tests 


of control anc agility. The abstract switch and the limited number of worlds means 
palace levels from SMB4 are reproduced there are less places to visit when your 
Progress U 


yDur waterpack on ten separate occasions, there are onmi መ mented tasks 


here in a hardcore form; your nemesis steals one story grinds to a halt, But 


and asks you to perform a series of dotted around the hub, and blue coins 
ncrneasinoly ludicrous jumps across spinning stre wn all over the isana, and, despite ine 
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fine line between entertainment and imitatii always pleasure in wandenng, just explonnc 
ind, just occasionally, Sunshine falls on the and revelling in the control. Exactly like 
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he pain with easily accessible extra lives, just a sequel. They've finally got an expansion 


like its predecessors pack. They've waited a while. 
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Sunshine features a great deal of new friends and enemies, but it's the old favourites that'll delight most 
gamers. Nostalgic pleasure is an advantage Mario has over most platformers, and it helps considerably 


pack which, like the caps, open up previous 


naccessible areas of words. The thrusting 
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the zones to be wider, more open, and more 
vertical. There is much climbing, jumping 
and = inevitably - falling in Sunshine, and 
sometimes the game is as frustrating as that 


implies. The fault is nearly always yours, 


Everyone was waiting for Nintendo's guiding 


light, and it arrives, and its far above its 


imitators, but It's some way below its inspiration 


though; the beautiful, inertial control of SMEs 
remains intact, and everything, right up to the 
sickening Moment you fall, is à joy 
But perhaps it's not quite joyous enough 
We've had six years to fty, and to have those 
natural, soaring aerobatics replaced with 
something so mechanical feels unfair 
un as the thrusting is, it doesn't 


Brutally, as 


| | nacgi al. Combine that with the 


۳۹ i ፻ ው መው ds 
which no longer offers sting freedom 

Fm p = - ሦነ 
Out requires you TO press one Dutton ! ۲ 





forward and down, and another for forward 
and up, there's a perceptible loss of freadom 


The grid climbing from Super Mario World 
makes a welcome reappearance, although 
it's not entirely free from camera problems 


ይ ጨጨ ፪ Tw a = ማሞ መማ 
And of intelligence, too, since the search 


tor shines shows no real touches of cunning 
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The worlds are all tropical, naturally, and pleasantly 
diverse, No slippy-slidey ice world, then, For shame 
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Dievelor have had six years to Duild on N 
E ah an NUUAM 
siVio4, and they have failed to do anything ሽል 


Dut create shadows. Everyone was waiting 
for Nintendo s guiding light, and it arrives, and 


t's far above its imitators, but it's some way 


below Its inspiration. Super Mar زب‎ arenae 
m m Cc እዬ መም መዴ 
Ooes ጠ SM645 te cause it's a 
Ecc e i | | ۲ Deca it fails to emulate 


e dimensional shift, but because, shine for 
star and star for shine, it's not as good. 5 


ገሽ going to change videogaming; It's the 
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| It might not be a ten, but that doesn't stop there from being some wonderful touches. It's not like Mario to bitch, but the chain chomp here, last seen in Mario 
coge rating Nine Tan 64, has a lime green X carved into his head, And is it really coincidence that the graffiti chase challenges have you eliminating crosses, circles and triangles? 
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Eternal Darkness: Sanity’s Requiem 


Format: GameCube — Publisher: Nintendo — Develooer- Silicon Knights Price: S50 (234) Pelease: Out now (US), TBC (UK) 
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After encountenng the body of her 
grandfather in his stately home, Alex Rorvas 
linds herself embroiled in the mystery 
surrounding the ‘Tome of Eternal Darkness’. 
The mansion provides the hub location from 
which the other adventures develop. 
Searching the house will uncover chapters of 
the book which than propel the player back 
through time to embody a character wno has 
become a part of the book's very fabric. 
Based heavily on the Lovecraft mythos, the 
plot is typically overwrought, but at least it 
does provide a fitting 
such disparate stones. 

The pacing in Eternal Darkness is 
particularly good. Each chapter takes about 
one hour to complete and unlike similar 
adventure games you never feel fatiqued by 
the experience. Just as you are becoming 
accustomed to the setting and character a 
new chapter opens up providing new puzzles 
and eee indeed, when a chapter 
closes and the narrative returns to the 
present day, a souvenir will also retum, 'Mr 
Benn -style, to allow further access to areas 
of tha Horas house. 

Although Etemal Darkness delivers 
the usual gem collecting and sliding panel 
puzzles. it's arguably a ۲۳۱۵۲8 ‘friendly’ 
garne environment to navigate than 
Capcom's Biohazard senes. There's no 
agonising over now mucn ammunition 
you've used (a secondary y asina weapon 
is always available), all objects found can be 
carried in the inventory and a save game can 
be made whenever danger has abated. 
Although such aspects are often ۵ matter of 
taste, Etemal Darkness never travels into the 
realms of frustration 

Sadly, Silicon Knight's game can also 
be clumsy, The combat is marred by poor 
camera angles that sometimes leave the 
player battling enemies offscreen. A 
hneshing command is equally troutesome, 
causing the character ۱۵ go through a 
lengthy animated sequence and thus leaving 
him or her exposed to further attacks. 
Eternal Darkness may be a more ingenious 

than Capcom's Biohazard on 
ae but it's certainly not as 
temtymg or polished. 

Regardless, Silicon Knights’ has pushed 
a tired genre a little further forward and its 
perseverance has produced one of the most 
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structurally inventive game's you are 


TS ironic that such an interesting and 
| inventive game comes along just as Edge 
exposes the grim reality of money-hungry 
publishers looking to cash In on the latest 
licensing craze (E113. p79). In terms of 

structure alone, Eternal Darkness is like 
nothing you've experienced before. Bold 
ingenious and (Dearly, given the delays) 
resource heavy, the narrative of this tite 
spans centuries and allows you to assume 
the role of 12 individuals, each with different 
weapons and abilities. 





The weird Trapper creatures transport 
you to the strange phase world shown 
above where energy can be recovered 


Eternal Darkness may be a more ingenious 
title than Capcom's Biohazard on GameCube, 
but it's certainly not as terrifying or polished 





But it's not just the number of characters 
that really impresses, it's the way they are 
successtully integrated into the game. 
Beginning in the traditional haunted mansion 
locale. Eternal Darkness initially appears to 
Savieny follow the tropes established by the 
Alone in the Dark and Biohazard games. 
However, there are wonderful moments 
which call attention to and gently mock the 
genre (see Do not adjust your set). It's only 
a pity that swinging-scythe traps make an 
appearance to undermine tne Cevyemess 


evident eisewhere 





likely to expenence in a long, long time. “Us 
, Torches are particularly useful to light the way 
The game's creatures, or ‘Ancients’ are based on Lovecrafts "The Old Ones’. The sight of one — ahead, but they lack efficacy against 
of these hideous monsters will reduce your sanity, but a killing blaw will redress the balance coge rain. seven out of ten monsters. Best change to a slashing weapon 


084 


Previcusty in E73, EBS, E, E104, E112 


Once runestones are collected spells can be 
cast. Different combinations of runes will 
produce new ‘magick’. Spells include Enchant 
Item, Reveal Invisible and Recover (health) 


Do not adjust your set 


One of the more novel design elements in 
the game is the sanity meter. Every time a 
diabolical enemy is encountered the meter 
will fail, though lost sanity can be regained 
by executing a finishing move on the 
creature. If the meter plummets, strange 
and unnerving effects begin to take place. 
Eternal Darkness uses a targeting system that is novel Camera angles shift and flashbacks occur, 
but clumsy. The highlighted area of a monster can be even putting the player in a location 
altered by pressing down the R button and moving the 
analogue stick. Against shambling bosses, which oftan 
move out of camera shot, the process is cumbersome. 
On a more positive note, the Pro Logic ۱۱ track is great 


previously explored, if only for a ۲ 
moment. But tha fun really begins when the 
sanity meter hits rock bottom. Edge does 
not want to give too much away. Let's just 
say that it's not a good idea to believe every 
message that appears onscreen. Checking 
to see that your control pad is connected, 
just when a horde of undead attack is a 
truly terrifying experience. 
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iris of the PC for ind 
turn-based strategy — and combines ther 
nto an elegant chimera 
Tne turn-based section of the gar 
bes al achon on tha strategic sca 
positioning you as ring, moving armies 


across Europe, securing the future ol your 


nation and panrommng the diverse matters of 
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The importance of shipping and ports has enter ۴ 





























been considerably expanded (centre) ۱2 
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The wooden palisades prove ineffective in stopping a determined foe (above left). The desert terrain leads 
to new tactical challenges, with some unit types proving inefficient in these baking climes (above right) 


Siege the day 





While the unit tech-trea has been expanded tên: 
fold between Shogun and Medieval, it's the 
ntegration of true sieges into the realtime section 
that provides the most visible change. All manner 
of fortifications, from a simple wooden fort to a 
true citadel, can be constructed in the turn-based 
mode and then assaulted in the realtime section 
leading to some of tha more memorable conflicts 


in tha game, Towers rain arrows on rank upon 





rank of troops, walls collapsa onto bewildered 
gelender and m ont, Siege engines iong limbs 


spasm to send prosectile after projectie at the 


crumbling, yet defiant edifice: t's nothing i 


While walls mostly offer protection to troops, a carefully aimed Mangonel-shot boulder can send a 
segment of masonry collapsing on the lines of soldier with all the expected resultant havoc not dramatic 
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Make one tiny mistake on the later levels, and it's back to the beginning to start the whole stunt 
sequence again. Such a structure would be forgivable if there wasn't so much loading between each t 


Beginning on a low-budget, mockney 


gangster film, the player can eventually move 
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spliced into each film's trailer to be 

viewed. And, although the replays are hardly 

state of the art, it Is rewarding to see your 

work make it to the big screen and gives 

the. player some incentive to progress. 
Stuntman is sure to divide people 
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and worthwhile. Others, however, may 
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he repetitive nature of the game 
wouldnt be so bad if it wasn't for the 


loading. Yes, you can expect a dose of 
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adds to the frustration. Indeed, loading 
nes arg so long n between tne 
menu and finally reaching the garne, after 
a Shor cut-scene, that a vegetative stale 
could well be achie 

But more surprising, and disappointing, 
is the twitchy handling of the cars. When 
many of the stunts reauire painfully accurate 


positioning, such a basic handling model 
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eg: less of these flaws the game can 


be fun for those who stay the course 


Publisher: Infogrames Developer Reflections Price. £40 ሥ፡6/8ሕ58! Out now 
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Format: PlayStation2 
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repetition (and Stuntman is about as 
repetitive as games get) need to have quality 
the structure. But 


Stuntman is too rigid, ۱۲ requires almost pixel- 


gameplay underpinning 


perfect driving and gives the player little 


PT TE reek jom t iO show Ta'a ۳ 


VDO] 


z ett IAE ው“ 
AOUT alcw Ine player to ta«e በ5ኗ= and be 
= 
4 4 ry m, snar Bam cf " 

LR vet ቁ Ic ELA ed 8 Li‏ للع الا 
። i‏ 

4 vies Pe ከ » tx bs نس‎ ምጻም: soc Frc 
ዉጪ AL ' = = E لا زا با‎ ሠ ር 
ያሬ rie mem = rycin Fe rm ks re wz 
i ادا کب‎ 8 82 LAO E Pia =i LE J 
ror HT 2 8 2 8 6 Than antica mi ft^ the 
Dinan expenenocoe Than anbiciparecd o ine 
T x ۲ 3 +) ዘት H - ፦ AA n 
rashcans," barks the stunt director, “Swerve 


though the trafic, Make the jump!" And so 
on, And though you get a higher completion 
percentage for performing more individua 
stunts, Crucially, you don't get anything extra 


lor how well you parrot them. Although 











Just the good ol' bays, never meanin' 
no harm. The second film, based on TV 
favourite 'The Dukes of Hazzard', offers 
much scope for frivolous ramp abuse 
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back to the beginning to start again 








Large yellow icons indicate the type of stunt that needs to be performed and where. 
Unfortunately, this rather undermines the sense of authenticity established in the cut-scenes 
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The damage modelling in Stuntman is‏ 
impressive, though should your vehicle‏ 
sustain too many knocks you'll get a ticking‏ 
off from the director, And it's back to the start‏ 


bittadan hi 


Fall guy 


A more interesting add on to the game 5 


the Stunt Constructor arena. Hamps 
'smashables and special stunt devices, 
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Unsurprisingly, the snow mobile is the most difficult vehicle to control in the game - especially when nr ADA ሃ ۳ EOM | TH f dreams of are thwarted by the memory 
you hàve to navigate around a ski lodge. Trying to land squarely after a jump is particularly frustrating MO a ELEIT are eR LS restrictions of the host hardware 
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iot be the revolution in realtime strategy that even the lowliest units can be 


transformed inte militia via the new ‘call to 
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52 سر‎ As Hero units gain experience, they unlock access to unique new abilities. With a unit cap of only 90 
enforced in both singleplayer and multiplayer games, their survival is therefore of the utmost importance 
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ke most publishers these days, Acclaim 
Li s best known for taking licences land 
flagging them to within a millimetre of their 
lives. 3o its refreshing to see that the 
company is prepared to take a nsk on 
something new. There's no "ZooCube film, 
TV series or absurd theatrical sport. It began 


as a competition entry in this very magazine, 


not on the screens of a million multiplexes. 


a 
Yet amidst all the talk of innovation there 


is one simple fact: like Te 


atris, this [5 8 game 
about tidying up. You control a cube in the 
centre of the screen, which you can turn on 
three axes. Coming in toward the cube, from 
three directions, are various animal shapes. If 
you match two shapes, they disappear, if two 
shapes land on the same face of the cub 
they begin a stack. Stack too many and Its 
game over. So, on a basic level, this is Tetris 
territory — it's about identitying an incoming 
object and finding the best place for it 

But ZooCube has a few gameplay twists, 
Stacks can be juggled using the shoulder 
buttons, so that you can match a shape at 
the bottom with an eerie animal part. You 
can also ‘lock-on’ incoming shapes to 8 
particular stack, allowing you to move the 
cube and think about the next problem. The 
combination of these two factors introduces 
a vital multi-tasking element, and on later 
levels when animal bits are flying in al 
ridiculous speeds, the pressure to think ር: 
several different levels, and in three 
dimensions, is intense. Add to this, the fact 
that power-ups are released when you lock- 
በ an item, giving you access to various 

ombs and mutators, and all those panic 
attacks you suffered playing Chu Chu 
Rockets will seem like the fluffy, momentary 
angst of small childre 

ZooCube is very z dictive. As with all the 
best puzzle games, a quick ‘go’ turns into 


two hours, the shapes, the noises the music 


lulling you into a kind of manic vegetative 
state — body slumped and lifeless, mind 


like a chess master on crystal meth. 

We could have done without the really 
cheesy background story and the simple 
landscapes sitting pointlessly behind the 
action, which make the game look cheap 
and tawdry, Which it isn't. What it is, is an 
old-fashioned frantic high concept videogame 
that, like /Vetrix, takes the baton offered by 


Tetris and runs with it in a werd new 


direction. Connoisseurs of the puzzle | 2 
፦ " i 1 pee 
game are encouraged to follow il LS 


Edge rating: Seven out of ten 
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As eyecandy, Edge wonders whether the abstract nature of the backgrounds in Nalin Sharma's original 
concept, Cubic Juggler (see Audience with, p74) would perhaps have suited ZooCube significantly better 
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Farnet GameCube (reviewed), GBA Publisher Acclaim Developer Puzzlekings/Coyote (Price: £40 — Balease: Out now 
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When stacks get to three or more, the logistics 
of manipulating the cube become incredibly 
fraught = especially on higher levels, of course 





Multiplayer matching 


Together with the main ‘classic’ mode, 
ድዕዕርህርፎ features competitive and 
collaborative options with up to four 
Players. In the former, you are able to send 
troublesome items across to other players 
In the latter, players must swap coloured 
items to keep their stacks In order. These 
are mildly diverting, but don't provide half 
the sense of intense interaction as the 
simple Game Boy Tetris link-up of olde. 
There are also a couple of singleplayer 
alternative modes, but these seem to have 
been added merely to provide more 
options rather than true gameplay diversity. 
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It's not the freedom of movement that 
stands out about Dino Stalker, but rather 
the well-conceived system of weapon 
upgrades and urgent tempo. This ensures 
choices such as when to use the in-built 
sniper rifle, for example, are a fraught 
rather than an unthinking decision, and 
therefore making the completion of 
successive levels increasingly satisfying 


ntics of the GBA will no doubt point to Breath of 
C Fire I! as further evidence of the platform 5 
uninspired release schedule. It is, after all, just another 
ONES port, and on top of that it's barely differentiated 
from its immediate predecessor. Once again, players 
take control of a dragon-transtorming hero called Ryu; 
explore villages, dungeons and the surrounding 
Wilderness, pick up new party members; overcome 
encounters and boss battles using special abilities and 
magic spells, and save the world from certain doom 

But if there's a game that proves the lie to the 
assertion that SNES ports somehow undermine the 
GBA, this is surely it. ሺ distinguishes itself from the 
original Breath of Fire by introducing an evolving 
township that players contio, and a combinatonal 
power-up ‘fusion’ system, And In terms of ቁ ግ 
structure, ease of interface and sheer entertainment, 
it's a masterclass. It's not without fault, and at times it's 

fhcult to pick up after a long period of abstinence, but 

it's absolutely at nome. on Nintendo's portable platform, 
and fealures so much charm and so many deft touches 
that it absolutely deserves to be re-released = BW 


and savoured by audiences both old and new. a 


Eight out of ten 


Price; £40 Release: Out now 
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Formal: PlayStation? Publisher: Capcom — Developer: In-house 


A fier a couple of false starts, Capcom finally 
appears to have produced a decent Gun Survivor 


game in the shape of Dino Stalker, which foregoes the 






zombie-filled Resident Evi! franchise but maintains the 
free movement that characterised its predecessors. 
Apart from tne novelty value of freedom to manoeuvre 
though (which, in any case, gets wnst-achingly 
annoying pretty quickly thanks to the awkwardly-placed 
G-con 2 d-pad), it’s actually the well-balanced level 
design that stands out. Indeed, on the whole, those 
levels that are on rails turn out to be the most satisfying. 
The game also features a delicately balanced 


eapon power-ups, with the advantages of 





using a sniper rifle offset by the time it takes to use it, 
and additional weapons scattered around the 
landscape balanced by the fact that only one can be 
equipped at any time. Thanks to a ሸሸ in the space-time 
continuum, the games dinosaur opponents are also 


well-considered, with a range of abilities 
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njecting welcome variety, Like any other lightaun game, 
ts shortlived, but Capcom has also clearly put 


substantial effort into replayability. And while it 





asts it's very entertaining 
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Format, Game Boy Advance — Publisher. Ubi Soft Deyeloge Capcom Price: £30 Release; Out now 
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It's not without fault, but Breath of Fire Il 

is beautifully paced, full of charming 
characterisation, and boasts such delicately 
balanced complimentary combat systems, it 
belies any criticism of the GBA's SNES 
ports. Significantly, it's also been optimised 
for frequent bursts of short play, making it 
an ideal fit for its portable new platform 














1 here's no doubt that Enclave is one of the most 
astouncing locking titles on xbox. Inncate 


textures, encrusted with fine detail and some 
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discover a brain-dead videogame, utterly dependent on 
a powerful graphics engine for lie support 
Enclave joins Wreckiess in the leagues of vacuous, 


design-free bubbleheads. Theres a threadbare 


Iramework of a game here, but it's lost in the awful, 


comedic mess of a Morris dance that is close-quarter 
mbat, and the trivial death penalty levied at the player 


When attemptindg to take on re than one assailant at 
nce. it takes just one tough, sudden offence from the 
CIT forces tn ۱ ut 3^1 en | ኮነ ክፎ! Mayer = (:11 ዘጋ። 3r1 | 


reset them at the beginning ር the stage 
There's no difficulty curve, just a mess of spurious 


battle encounters that sap an increasing number of hil 
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No matter where you place the punches 
or kicks, you still end up with one big 
green button, one small red button, and 
no tactile balance, Which is a real shame 
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Holesss: Out now 


“መ= Out now (Japan), TEC (WK) 





Starbreeze Studios 


Lee Hea 
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Punisher: Ewing! 





The centreplece of the featureset of Enclave 
is the option to be the bad guys, and replay 


the missions from the perspective of evil. 
Whereas once you'd have to defend a 
trader, you now have to assassinate him 
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e each player starts with 13 spells, 


some will fall, some will just not be the right 
5615 at the right time and some will only 
prolong your wizard's chances of survival rather 
than be of any direct offensive use. The upshot 
of this is that the game can never quite 
degenerate into.a fireball-hurling competition 
because when it can be over in 15-20 tums, 
every move is significant and must be turned to 
maximum tactical advantage. But importantly 
the game does not force this on you. The player 
can play it as a quick blast, hurling the most 
destructive spells as quickly as possible, and stil 
enjoy the experience against similany-minded 
players or lower-powered computer opponents. 

speed was the game's lure, and soon you 
found you were plotting your moves more 
carefully, putting on an illusory air of nonchalance 
as you wondered that maybe, just maybe if your 
giant bat could last a turn against your 


opponent's green dragon, your wizard stood a 


Those experiencing the delights of Lost 
Kingdoms on GameCube can thank Julian 
Gollop for kick-starting this strange sub-genre 


ተ" 
Ut 


The rules of Chaos, then: each player 
represents a wizard, and is dealt a number of 
secret ‘spell cards’ with which to play the game. 


Every turn each wizard can cast a spell, move 


their creatures around, and try to attack other 


wizards on a rectangular board. Spells can 


create creatures to fight for the wizard (dragons, 
giant rats, zombies), some can be used to strike 
opponents directly {lightning bolt, fireball) and 
others had more esoteric effects, for instance, to 
mix up all the pieces on the board. ("There was a 
bug where that one only turned up once in every 
64 games, so it's pretty rare... but that's 
probably 8 good thing. ") 

Each spell has a chance of failing. Spells that 
create creatures can be cast as illusions, which 
never fail, but other wizards may cast a 
‘Disdelieve’ spell on illusory creatures to make 
them vanish. The wizards take turns to summon 
minions and set them against each other until 


only one is left standing 


<ርጋርዬ።!! 
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set of rules is perfect or sacrosanct, no garne is 


too precious to tinker with. 


Ardently admired 

“According to some of my colleagues, and many 
other people who have played it, this is the best 
game I've ever done," he seems to sigh on his 
company Codo Garnes' Website, recounting 
Chaos as the fifth in a line of strategy games that 
he wrote. It's not a sigh. In fact. when asked in 
person, he's proud of the game. "It was definitely 
the most ardently admired out of everything ۵ 
done." But Chaos was actually based on a card 
game he'd cobbied together out of an early 
Games Workshop board game called "Warock 
"It was kind of a wacky title... we used to play 
my version of it every Christmas until, well, 
actually only a couple of years ago. It had a 
board but the board just seemed pointless... | 
wanted a map and a sense of location. Chaos 


emerged out of that card game." 
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the making of... 


pray which was picking up cult popularity 
thanks to young companies such as 

Games Workshop and Steve Jackson Games 
The other sort was the unique fast-paced world 
of play that a computer could provide: where 
the same precise and fair calculations of 
routine wins and losses could De worked out 


nstantly to provide a ncher sense of immersion 


When the need for swift reflexes is taken out of 
the traditional arcade game, much more depth 
can be extracted from it without removing the 
excitement of the player being able to shape 
their own drama. Gollop's latest incarnation of 
the Chaos formula is a game which can be 
played by email over days, and players can plot 
their moves with immense precision for hours, 
sir te arcade action in iie Chunks, 
each turn lasts only ten seconds of ‘realtime’, 
and an immensely satisfying game can be 
played back with the video-style ‘replay’ controls 
Over several minutes, every twist and turn in the 
action packed with players' strategic thinking 


rather than dim memories of button-bashing. 


Hi as 
1h? 


Although Chaos did not have such a 
replay feature, the game stili showcased the 
idea that a board game need not be a turgid 
series of moves represented "like a 
spreadsheet", as Gollop describes one of his 
earlier games. In Chaos, the pieces onscresn 
moved while you starad at them, planning your 
next turn. Arrows and fireballs zipped across 
the screen as the game progressed, and 
wizards met their end ዘገ a shower of of chunky 
Spectrum colours, Chaos had the intricacies of 
a board game combined with the speed and 
far of à contemporary arcade game. Requests 
for an official update to Chaos still tickle 
into Gollops mailbox, but why tempt him 


to tinker with a good game’? 








The graphics and animation were ዢ 
predictably weedy, but the deep 
strategical play allowed players to 
ከ፲ in the rest with ther imaginations 


such as ‘Talisman’ and “Battie Cars’. In fact, 
Gollop turned down an offer to convert a 
presumably lucrative Judge Dredd licence 
because “they just wanted some mindiess 
sideways scrolling shooter... not vary 
interesting." However Garnes Workshop's efforts 
to push videogames exclusively in its own stores 
was probably doomed by the relatively small size 
of ine videogames market in tha UK, which 
needed every possible Cial opportunity, and በ 
abandoned games publishing after relatively lew 
titles (as Gollop says, "They only had about eight 
stores back then, how did they expect to sell 
computer gamnes?"), A budget re-release in 
1987 by the Firebird Silver range attracted far 
more attention, and “Your Sinclair’ gave the 


game away on its cover tape twice in 1989. 


'1 





Chaos lans over the years have made a Java 
version, a 3D Windows version and even a very 
decent Game Boy Advance version, testament 
to the game's continuing poputarity and the 
aftection in which በ is held. 

For all the frills Chaos is still a board game, 
however (sollop hit upon what |! was that 
stopped people playing such games: "Most 
games were; well, still are, clones of Space 
Invaders," where any innovation in technology 
was as impressive and exciting as a pedestrian- 
looking, but playable game. To see the 
innovation in Chaos is to see the fusion of two 
different types of play: one was the strategic 
thinking and siawer pace of board games such 


as ‘Risk’, ‘Diplomacy’ or even 'Go', a mode of 


EDGE 114 














chance of acquiring a fireball spell from the 
nearby Magic Wood and be able to finish 
the beast off. These thoughts must have been 
the tip of the iceberg for an average Gollop 
family Christmas 

After doing most of the design for his card 
game, Gollop confesses that a lot of the design 
decisions for the computer were down to what 
would fit on the screen: 13 spells, an 11 by 7 
playing area. "Although converting any board 
games rules precisely !ር) a computer screen 5 
kind of a pointless activity... some people might 


enjoy it 5ዚበ ۸1 5 not something | gû for” 


Dubi hc 
Chaos was released originally in 1984, after only 
amonth's programming (although not bad 
considering this was Julian's first expenenca of 
programming tor the Spectrum) and had the 
dubious honour of being one of the only 
videogames marketed by Garnes Workshop, the 
fledgling board game manufacturer. It was the 
only title it released which wasn't a conversion of 
one of its board games. Gollop's (then) group of 
programming allies, Redshift Software, had a 
fairly close relationship with them, including 


SONE mixed Conversions of otner favourites 


knockout button was a joy to bash with የነ pem oF 
your hand. 

Each and every Saturday | used to visit the local 
town centre in Liverpool with my mum and wish - 


:called Las Vegas. Now, as you had to be either over 


16 or accompanied by an adult to enter the arcade, 
my mum would kindly help me get in and then stand 
around trying not too look too bored for anything up 
to two hours at a time while | played Punch-Out, 
That's the true value of parenthood, and maybe 
what made me realise all those years ago why 
videogames are truly the kiddy cocaine. 
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RESET 


Where yesterday's gaming goes to have a lie down 


five years ago this month 


A 12-page feature on the last 50 issues provided 
well, with 
"style stupidity that Reset offers monthly 


retrospective heaven for fans of the 
hindsight. 


although the real highlights were the reminiscences and 


predictions offered by the industry pundits. Testuya 
Mizuguchi's best experience in the industry over the 
last four years? “Floating capsules, or isolation tanks 
No lights, no sound. Just your brain = which feels like 
15 exismng in nothing. it helps me to decide what to do 
with my life.” Played Hez? The Reset Campaian 
for More Industry Flotation Tanks starts here 
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"Ladies and gentleman - said Bul, 
Break, body blow, body blow — knock him eut. Right 
hook — he's down for the count. 1, 2, 3, 4, 5, 6, 7, 8. 
9, 10 - knock out. Great fighting, you're an up and 
coming boxer" For anyone who, like me, stuffed — 
obscene numbers of 10ps into Nintendo's classic. 
Punch-Out!l coin-op during the mid- to late-'80s, 
these words may be etched into your brain forever. 

` Quite simply, Punch-Out!! was an awesome 
game. The graphics were cool looking and the 
characters had real menace. especially Bald Bull and 
Mr Sandman. The cabinet also commanded respect 
due to its awesome size and the Jumbo, oversize 


EDGE #114 


Tar i. | ጣም E ዎነ ام‎ 


Examining gaming history from Edge’s perspective, 


Fifty issues in, and Edge was locking to the 
future, "ል Mario Killer in the Making?" asked the lead 
news story. But the piece wasn't anything to do with 
Ken Kutaragi's cryptic references to PS2 later in the 
issue. This was "technology thought to be firmly at the 


apex of realtime wisualisation"— VM Labs Nuon. “The 
possibilities just stagger me," said Jeff Minter, dooming 
the chip to obscurity Qut There, meanwhile, considered 
cartridge prostitution. "Nintendo bans the rent boys" 
screamed tabicid Edge, detailing Nintendo s prudish 
dictat on the seedy business of renting N64 games 





issue 50, October 1997 


DID THEY REALLY SAY THAT? 
“Pentium 1000 is announced, EA purchases Microsoft, 
Lionhead fneshes its first 32፡8 pell" 
Molyneux offers his predictions for E100. Well, Black & White 
arrived in EBB. so Edge suppases that's لوصا‎ early. Joke! 


piD EDGE REALLY SAY THAT? 
“Another better PlayStation ower” 
Edge's title for a letter from a reader accusing Edge of 
(yawn) bias towards tne NEA 


TESTSCHEEMS (AND RATINGS) 

Ganbere Goeman (Med, BID]; Broken Sword 2 (PC, 9/10); 
F1 '97 (PS, 810% Coc (PS. 610) GunBuliet (PS. 7/10): 
Ghost in the Shell (PS, 7۳10 Tetrisphere (N64, 6/10) 
Marvel Super Heroes (Satum. B10) 


1. Well, it makes a change 
from falling off a ledge, 
Edge supposes 2. Sentinel 
Returns, with music by John 
Carpenter 3. The issue's 
gold box; a decision to use 
real gold was vetoed by 
Edge's miserly publisher 

4. Kutaragi and friend, on 
holiday in Hawaii 5. Bungie's 
pre-Halo work: hit or Myth? 
5. Tetrisohere was able “to 
draw players away from 
boiling milk pans" allegedly 


The industry's favourites from yesteryear. This. month; Glen O Connell, 
communications director at Hage, remembers getting punch drunk 


"a AA AM T X43 
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Glen O Connells mother (rot picture) used to walt any wil her son played Punch-Out! 
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conception of the medium. When in doubt, blow 
something up. 





Whose work do you most admire? 
Shigeru Miyamoto, Warren Spector, Will Wright, 
Brenda Laurel, Eric Zimmerman. 


What current gaming platform are you most 
satisfied with? 

You won't find me taking sides on that question 
Our offices got robbed twice last month —first, 
they took the PlayStation2, then they came back 
for the Xbox. Not sure if that makes any kind of 
statement about the desirability of the different 
platforms or not. 


Videogames: Art or Entertainment? (Discuss) 
It's à false distinction. Games are a lively art. They 
are an art because they engage our senses, 
stimulate our imagination, encourage a playful 
and creative response, provoke powerful 
emotions, give expressive shape to our lives and 
turn the computer into a toy, In other words, they 
are an art because they are entertainment. 


What pleases/disappoints you about the way 
videogames are discussed in both the 
specialist and mainstream press? 

We are 30-plus years into the history of tne 
media and for the most part, all the mainstream 
media wants to wnte about games has to do with 
issues of media violence. It's an important issue, 
but it's missing the bigger story about how this 
madia is transforming the entertainment world. 
As for the specialist press, | think it's often too 
narrow in its focus and often doesn't provide the 
degree of support necessary to alert consumers 
to really innovative and interesting products. 
What we need is someone who consumers trust 
to tell them where the most interesting work iS 
being done and why it matters. 


| mostly like to watch. Right now, the most 
pectacular performances at the arcades can be 
nd around Dance Dance Revolution. | was 
Iking in Melbourne last summer and saw two 
iddie eastern girls dancing barefoot in the 
indow of an arcade and they were the best 
ce Dance Revolution performers l'vê ever 
n anywhere. it was a spectacular Show. 





Which Website do you most regularly visit? 
Joystick 101 (htto://www, joystick 101 org), 
| 


What game would you most like to have 
worked on? 
Morrowind, 


What stage is your current project at? 

Early prototyping. The ‘Games to Teach’ project 
as designed to flash out how games might 

contribute to advanced placement high school 

and early college level education, 


What aspect of it do you think is most 
impressive? 
Edutainment has been a largely dead catagory 
se people have trouble thinking about how 
to make the educational content organic to the 
gameplay. | think we've come up with a range of 
| mpelling approaches to this challenge which 
hope to get into production in the next few 
years. Most edutainment products have all of the 
cational value of a bad game and the 
entertainment value of a bad lecture. We're trying 
fo bring together MI T-quality content and state of 
the industry gameplay. We are getting advice 
from MIT's top scientists and from some of the 
best game designers in the business. 


FAQ 


Henry Jenkins 


uthor of 'From Barbie to Mortal Kombat’, 
A Henry Jenkins was called to testify before 

` \ the US Senate on games and violence. 
He also designs games through the 'Games to 
Teach’ project, and was consulted during the 
development of the recent “Game On’ exhibition 
at the Barbican in London. 


What was the first thing you ever created fora 
computer or console? 

I've been writing about computer and 
videogames for more than a decade now. | am 
just now turning my attention to creating games 
through the MIT-Microsoft ‘Games to Teach’ 
initiative. We are in the early stages of developing 
games which will allow high school students to 
engage with core concepts in science, maths, 
engineering and the humanities. 


What's your favourite game ever, and why? 
An obscure early Nintendo title called A Boy and 
His Blob. The Blob could turn into dozens of 
different tools depending on what jelly beans you 
fed it and this allowed you to carve your own 
path through the space, It was the first 
videogame | played which didn't have rails, which 
seemed to allow players much more flexibility in 
deciding which direction thay wanted to travel 
and how they wanted to get there. It was a 
breathtaking moment when | discovered you 
could travel right to left in this game, after being 
frustrated with always having to go left to right. 
Pity it never found its market. 


What was the last game you played and what 
did you think of it? 
Super Collapse on my PC, | have found this 


“What we need is someone who መጸ trust to tell them 
where the most interesting work is ia done and why it matters” 


| 
What new development in videogames would 


you most like to see? 

The further diversification of games in terms of 
content, audience and workforce. The thriving 
of an independent gaming movement which 
becomes a site of innovation and 
experimentation and pushes the mainstream 
industry to take more risks. 

| 

What disappoints you about the videogame 
industry? 

When innovative games, which really represent 
fresh new directions for the medium as a whole, 
ao unrecognised by fans and consumers. 
Despite many recent breakthroughs, the gaming 
world remains fundamentally conservative in its 


EDGE ۸ 


game — and a succession of games from Tetris to 
Snood - profoundly addictive. There's something 
very compelling about pattern recognition games 
which keeps me playing and playing. 


How many hours a week do you actually 
spend playing games? 

During the summer, l'm probably logging 5-7 
hours per week. During the academic year, it 
goes down dramatically. | have less and less time 
to play games the more ! am asked to write and 
speak about them. 


What's the first game you look for when you 
walk into an arcade? 
| ዛፍ never been much of an arcade player — 
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Letters, Edge, 30 Monmouth Street, Bath BA1 ۷ 


Gaming would become the brewer of death Itself 
whereby countries like America and the UK will 
develop games to ‘train’ soldiers, while Iraq and 
Afghanistan will be developing their own = wholly 
defying the purpose of 'games'. 

The following is an extract from a dally 
American newspaper: “The military has supplied 
advice to videogame makers for other titles over 
the years, but America's Army: the Official US 
Army Game is the military division's first foray into 

Battiezone on the Atari immediately springs to 
mind where the ‘military advice” comes in to play, 
but to have the army make its own games is an 
unknown. Is this a wise path to take especially in 
an age where computers/consoles are far more 
powerful than in Ed Rotberg's day? 

Toops 


The military and videogaming's close relationship 
is certainly getting rather intimate. Turn to p62, 
the start of this month's Wargames feature. 


history, but also a devoted gamer, it has been 
brought to my attention on more than one 
occasion that my spare time is not spent at the 
same intellectual level as that of many of my co- 
students. While my university flatmates indulge in 
the pleasures of Orwell or Tolkien, | am trying to 
locate dog-tags around a rainy tanker or fine tune 
the balance of an NSX. Although games generally 
offer a reasonable level of mental stimulation, it is 
ስ O yee gerine “ቸው at least 
ntellectual terms. Some games provoke a great 
deal of thought, but this rarely progresses beyond 
working out whera the next key may be located or 
how much wing angle to carry. One of the few 
genuine mental challenges | have encountered is 
Riven (PC), one of the most satisfying games | have 
played due to the extensive mind-boggling puzzles. 
| think it is about time developers realised the 
diverse nature of their audience; many would 
weicome a game that cannot be fully appreciated 





Or email: 
edge@futurenet.co.uk 


soundtrack by shouting in my face, I'd want my 
money back because it's not what | shelled out my 
hard-earned cash for, In fact they'd most likely be 
ajected by the cinema staff, Yet people are allowed 
to disrupt my entertainment an PSO and despite 
Sonic Team's efforts (by patching the server) the 
problam has largely rernained and the trouble- 
makers are still around. 

Game developers need to concentrate their 
efforts not just on creating quality titles, but also on 
making sure that this effort isn't wasted by a lack 
of security measures to stop the curse of the 
disruptive cheats. As the release of PSO for GC 
Graws ever closer, the debate on the Web forums 
has turned to questions of “How long will it be 
before the game is destroyed by idiots with their 
codes?" Many have even stated that should 
cheating become widespread as happened with 
the DC, they won't buy the title at all - a worrying 


sign, and one that publishers should take note of. 


Furoshiki is right, the cultural differences of east 
and west is one cause of friction in a gama, and 
problems which are combining to spoil what 
should be a pleasurable experiance for everyone. 


After having read about further military 
Involvement in the garnes industry, one must ask 
the question: does this mean that the actions taken 
by gamers while playing games can be translated 
(indefinitely) to the real-world and have real-world 
consequences? 
| was led to believe by some of the defence 
lawyers, that playing Games can in no way improve 
a person's ability to ‘kill’, One person was even 
heard to have said something along the lines of 
something anyone can do. 

Indeed | am not blind to the strategic 
| blind to the negative impact such a relationship 
would have on our already infamous reputation, 








Furoshiki's comments about 
cheating In Phantasy Star Online (E112) raise a 
number of interesting points about online gaming 
and those who choose to cheat, but they only 
scratch the surface of what is a complex issue that 
could significantly affect the future of the industry. 

No one who has played PSO during its - 
Dreamcast incarnation can have remained 
untouched by the destructive influence of cheating. 
Furthermore, the abuse of the game through the 
use of cheat codes has reached the point where 
cheating Itself is no longer the primary issue. There 
is a significant minority of players who have gone. 
beyond twisting the game mechanics to ther own 
advantage, and instead appear hell-bent on trang 
to ruin the experience for everyone eise as well. 

Terms such as 'FSOD', 'CK’ and ‘NOL’ may be 
unfamiliar to those who haven't ventured into the 
PSO universe (for the benefit of the uninitiated they 
all refer to methods of deliberately crashing another 
player's console, or worse still corrupting his/her 
player file) but they are common parlance on 
Pioneer 2. In fact few people talk about anything 
else these days. Sega's masterpiece has 
descended into a chaotic, fragmented world where 
‘Yuli Naka's dream of “cooperative play" has been 
abandoned in preference to adopting a suspicious 
attitude towards anyone who even tries to make 
conversation with you, 

| was one of the very few British players who 
managed to get onto the Japanese trial for PSO 
Episode | & Il for GameCube. It was like a breath of 
frash air, For once | and many other PSO fanatics 
got to experience the ganius of Naka-san without 


' the ever present fear of being the next victim of an 


anonymous electronic mugger. And boy, was it 
worth it. 

pay-to-play fees, | have an absolute right as a 
consumer to get what I'm paying for. In my 
opinion, that is to be able to play the game as it 
was intended, without other people spoiling it for 
me. ۱۲ | went to see a film and someone 
deliberately tried to block my view or drown out the 


“Players have gone beyond twisting the game mechanics 
to their own advantage, and instead appear hell-bent on 
trying to ruin the experience for everyone else as well” 
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If only ህ could talk 
10 these creatures ዶ 
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have to argue that this style may already be dead. 
| brought 8 couple of copies of Edge with me 
on holiday, which my friends read. One was E112 
that included a preview of GC Legend of zelda 
which was immediately greeted with disgust by 
various friends, These friends of mine would be 
classed as ‘casual gamers’, although they do own 
both the N64 zelda games, and are currently 
religiously struggling their way through GB Color 
Zelda. However, their opinion was purely based on 
the graphics which according to you were “one of 
the most stunning graphical treatments Edge has 
had the pleasure to encounter'. ል similar Instance 
occurred when some other ‘casual gamer’ friends 
and | were enjoying an eightolayer Halo 
deathmatch when the game was switched to Jet 
Set Radio Future. This also was judged harshly on 
its ("dodgy") graphics, without a second thought. 

| would argue that this is because ‘casual 
gamers’ want their games to look real, rather than 
like cartoons = they want to see lifelike graphics. 
They have paid money for a next-generation 
gaming system, mainly for better graphics which 
look more ‘real’. Graphics are what makes or 
breaks Games and given the vision of the ‘casual 
gamer’ cel-shading can never achieve commercial 
success with currant western gamers. 

It's quite possible that the great staff of 
Nintendo can use the magic of Zelda to make cel- 
shading appeal to the wider audience but at the 
moment it seems quite the opposite. 

Dan Poltawski 


| bought SpyHunter today, Friday June 
zB (release day in UK), and took it back the same 
day. Why? Because | was so disgusted with it. | 
work in the software industry (as an artist) and to 
see a company like Midway peddling such a poor 
piece of software quite frankly astounded me. | 
was hoping to recreate or relive some of the classic 
gameplay of the original all those years before, but 
my Greams where utterly destroyed. | was 
surprised that Nintendo actually lat this piece of 
crap on to the market. The list of technical 


Richard Hopkins worries that those responsible for 
ruining the PSO experience on DC are likely to be 
making appearances in future online experiences 


Santa for, which mace it more special. It was 
always the unattainable dream to have all VCS 
garnes. Later when ۱ got a Mega Drive | borrowed 
a copier and hundreds of games from a friend for a 
week, and having virtually all Maga Drive games at 
my disposal was no fun. | simply ended up playing 
the most immediate and instantly accessible 
games foregoing many quality titles, so | didn't buy 
a copier and went back to buying games. Related 
to this is the sub-par product that especially newer 
games turn into when burned. People with pirated 
DC games got certain games with no intros, no 
music, hell, some even had the later stages in the 
game taken out completely. Hipped DVDs burned 
onto CD-Rs will be even worse, leaving potential 
consumers with a bad impression of whatever 
game they experience in this sorry state. | 
personally think we need to make some cautionary 
examples out of playaround pirates. 

David Dahl-Hansson 


Make no mistake, Edge condemns piracy. As you 
rightly point out the biggest problem is that games 
remain too expensive. And even if you don't agree, 
a price drop to, say, the £20 region would certainly 
transform matters (not only in terms of 
discouraging certain individuals from going down 
the piracy route but also in the way it may convince 
a few more non-gamers to join our ranks by 
presenting our pastime as far more affordable), 
Just look at how the Platinum label affected the 
sales of PS software (and now PS2), to this day 
the most convincing example of a reasonable price 
point that works. 

As you obviously found out when you had your 
MD, other than financial issues, Edge's particular 
gripe with pirated software is that often the gaming 
experience وا‎ devalued — it suddenly feals 
disposable, your personal investment in a title 
suffers. What are other readers’ views on this? 


Cel-shading always seems to spark 
some sort of light in the eyes of the ‘videogame 
community’ and in my opinion, rightly so. But | 


without a little outside knowledge. Furthermore a 
game with genuinely open puzzles that may require 
a little prolonged thought away from the screen 
would be welcome in my collection. 

Paul Ibbotson 


Having played Halo. the one thing that 
stuck out was the terrible plot. In this day and age 
surely Bungie can conjure up something more 
convincing than, "You nave to save the world... 
you are the last man alive.” What happened to ۰ 
evolution? Beneath A Steel Sky to Max Payne, 
Broken Sword to... hell, even Quake has a better 
story than that. Stop degrading console players 
with shit stonylines and get a decent writer in. 
Dave Johnston 


Generally speaking, plot remains one of the gaming 
elements that has undergone the least amount of 
evolution. But perhaps you'll find Halo 25 narrative 
more accomplished — not long to wait now. 


With regard to Piracy in the Playground 
(E113) | still nave to condemn piracy in all forms, 
and | think Edge should too. Yes, the price of 
games could come down from their current lofty 
heights. However, if you can get a gama for £2, or 
even free on the Internet, then any price point 
above that is too high. It is very naive to think that 
a realistic price drop of say £20 will make much of 
a difference. Simply, look at how mod has 
devalued the perceived value of music CDs. If you 
can get virtually tne same product for basically 
nothing, without any risk, then a lot of people are 
going to doit. Although by the pirates rationale, 
just because | can't afford a V12 Vanauish | should 
go out and steal one, as long as | know | won't get 
caught. Wrong. 

The one argument that you can't argue with 
when it comes to piracy is that if there were no 
pirated games, most people would still play games. 
Back in the day | used to get VCS games twice a 
wear: two for my birthday, two for Christmas. That 
macde you hunger for the next title you would ask 


"If you can get a game for £2, or even free on the Net, then 
any price point above that is too high. It is very naive to think 
that a realistic price drop of £20 will make much difference" 





veteran readers got it) = after all, everyone i 
perfectly entitled to an opinion, Even a wrong 
one. On a serious note, we did find Forsyth's 
tone combined with his justification that popular 
support for a piece of entertainment somehow 
validates its worth and automatically 5 
opinion as fact, offensive 

ncidentally, you re right about the course ol 
action should you ever disagree with one of our 
reviews. And good luck finding that other mag 


The other day | was playing Legends of 
Oren then suddenly a message came up 
ayna that my memory pack was corrupt and 
could not be used. | turned the machine of in the 
hope that it would fix Saf. | turned it on Ine next 
day but it would not work and now it won't even 
register that it is in the siot. | have tried formatting 
ሺ Dut ۱۲ won t work. | nave recently had a Dig ant 
problem and | was wondering if they could do any 
damage like this if they got inside the GameCube"? 


Paul Casey 


While myrmecology isn't Edges speciality, we d be 
very surprised if ants find wrestling games that 


oDjectionabte. But i nsects and hardware don t mix 


| was pleased to see your gaming injuries 
review in E112, and I'd like to add a further 
medical difficulty. Myself and my friend Zaki lived 
over a shop for three years, during which time ۵ 
dragged his stand-up Asteroids machine (original 
Atari, now needs repair) up three flights of stairs in 
order to satisfy our terrible addiction to the game 
After long games, (| played for many hours 
once to reach 1 million, for ዘ we would get 
terrible cramps. We used to sit on à bar stool we 
found’ in order to play it sda d lespite being ዘበ 
post game scoring delight, | would be doubled 
on the floor after games for minutes on end. ۷۲ 
Well those cramps would arrive with a vengeance 
n the nether regions. We called it 'Hoid Groin. 
hurt 


Adam Porter ድ 


“Should you ever come across an Edge review that you 
disagree with, it is better to terminate your life immediately, 
because there is something very wrong with you’ 


John Tatlock, co-creator of Agent X, has been in 
touch to point out that the lead character was not 
based Ed Sludden's design after all (FAQ, E113) 


the state of PAL conversions. But the mag has 
since E1, campaigned for properly optimised coda 
and this continues to be an area of great concern 
HFerhaps readers could alert the editorial team (via 
latter, email or forum) whenever you come across 


a particularly bad culprit 


Reading issue E1193's letter section 
found a reader who was brave enough to disagree 
with you. | am of course ۲۵۱۵۲۲۱۲۱۵ to 'The Lord of 
the Rings’ letter by Ted Forsyth. Like Teddy, | didn't 
agree with your OPINION on the earlier rnentionaed 
movie, yet | didn't feel urged to write an angry 
letter. Because of the very simple reason that is 
was your opinion. Just an opinion. Yet Edge 
Seems to think that everyone who disagrees with 
19 anpoul 


them doesn't know what they are talkir 


20 roughly this translates into this: Anyone who 


thinks “The Lord of the Rings' is a good move is 
a Ia Ndbs, ar Ty onae WT Deleves Pinay Fantasy X 


is a great game is an idiot, anyone who prefers 
Street Fighter Ill 3rd above EX3 is full of shit. 

this because they don't know what they are 
talking about. 

You see, only Edge is right. Should you eve 
come across an Edge review that you disagree 
with, it is better to terminate your lite immediately, 
because there is something very wrong with you 

As for me, | don't despise those who disagree 
with me, nor do | judge them in any way. Edge 
however seems to do so. And that is something 
| truly detest. So no money of mine will ever be 
spent at your arrogant, self-indulgent magazine 
again. To find a magazine that 5 as professionally 
produced as yours won't be an easy task, To 
find an honest magazine that has respect for 
its readers and their opinions will be, at least, 


slightly easier 
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tongue in cheek elements of Edges reply to Ted 
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atrocities in this game Is unforgivable 

First up is the total lack of a 60Hz mode. Okay 
no biggy ores but not until you realise that the 
screen is compressed and that the dreaded black 
borders have returned, But not litte half-inch 
boarders, oh no - we are treated to about 1.25 
inches at the bottom of the screen (this on a 14- 
inch TV and yes it can display 60Hz fine) if not 
mora and about 0.75 inch at the top. | haven't 
seen this kind of thing since, well, PlayStation 
days. Oh, and the framerate ۱5 increaibly choppy, 
mgng ሃርሽህ whie Ihe collision detection seemed 


Artually non-existent, OO 


مسر inm Jj mê‏ ۲-1 - = سا = سر از 
Next up is the awful FMV that looks suspiciously‏ 


of PlayStation - or dare | say it, Saturn — quality 


^u 


Totally unforgivable. The sound quality too 55 dire 
wh ullra quiet in-game sounds and music ana 
very loud audio on the FMV which deafens you 
when it Switenes to በ 

The worst thing and quite how Nintendo ever 
let this out the door is the fact that none of the 
textures are bilinear filtered. Are Nintendo's testers 
blind? Are Midway's testers blind? This is a basic 
feature of all next-gen consoles — it costs virtually 
nothing in terms of CPU or GPU time. | was 
literally falling off my chair in utter amazement. 

If | were Nintendo I'd pull this game now. It 
does nothing for the image of GameCube or 
Midway. If this game Is given any pod time in the 
shops people will flock to the Xbox or PS2 as 
soon as they see it 

| love the GameCube and up to now its bean 
brilliant, But | won't touch another Midway game 
again until | sea it running on. ል GC beforehand. 
| think Edge should take this kind of software 
atrocity and publicly parade it in front of everyone 
on a regular basis. | wonder now many other 
companies are getting away witn this and charging 
£37.99 for it too. Outrageous 


John Blythe 
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‘Are sequels evil?', asks James Bailey. Well not all, 


of course, it depends on the kind of sequel. Super 
Mario Sunshine - good. Shadowman 2 - evil 


Gaining a licence and then just او‎ I Or 
generc nuobsn ? Tha vidao foctag ጋጋ or MINGALY 
Fenat showed some quy running round, beating 
UD ioads oF people, rowing hom rough 
windows; etc, Now, | havent seen the film ye 

but from the reviews I've read ۲5 supposed b be 
sometnina you have to think about, something 
with a bit of intellect Not a generic adventure 
game. Surely this fim deserved iol along 


lr E lir ES | ነየ [Jeu ns Ex, ኀ thir |»! id Teil is alt [፲2 


Subject. Edge's Latest Cover 

Poster. Phelan 

Pound for pound, its top dollar. Euro'd be mad to 
miss Gut on yen another classic Edge cover. 


Sutwect: Ninja Garden 
Poster Maylance 
| keep misreading the title of the Tecmo game, 
NOW In ባዝ mind Cs a combination of geadh 


brutality set cff by ornamental water features 


Subject. Work Night Out 

Foster. Sheriff Pacman 

would rather chew my own legs off than be 
wolved in another social situahon with amy ርዝ the 


plebs | find myself surrounded py. Advice please 


Poster. bender 
Do what awaye do — wander aff to the kitchen In 
the pub That is through Some. coor, a door that 


should really lead io the toilets. Offer the harassed 





“የፒ some assistance and wander around look ng 


sig 
at his 3 esoh 





management wt x your party ፒን leave. Never 


again will you be invited or a works night o 


You could argue that the Mano senes before 
Super Mario 64 could have eventually became 
repetitive Sequels, due to the lmtations the 


SNES's technology offered gameplay creativi 


and originality. IF Mario 64 had been on the SNES, 


lwonder if we would have comosined That the 


franchise was starting to lack onginality? There are 


only so Many creative and Original Gametay 
“ጨብ hal can be achieved with SOUS Oft d 
particudar hardware tomma 
Now, l'm nat saying that hardware dictates 
creativity and ongmealty, but m sure treaty does 
influence ሺ. Mano 64 in SD Being a perfect ten 
of ten in Edge for example; the innovation ር 


me Senes was only achievable nroa new 


=H 


console technology, 


Poster. 2097 

| don't think its sequels killing the market, but too 
mary average dames. ۲5 not down ፒን sequels, 
licences or even EA. Games such as Endgame 
and (rash are Hs as much to blame. ror me its 
the huge amount of 'aood but could be a lot 
better’ games which is tuming በኛ away 
from Games = not a lac« ot good games or loo 


many Dad ones. 


Poster ጋ 
l'm still waiting for &pacewar! 2. 


Subject: Really fecked off with thirdperson 
licensed bore-a-thons... 
Poster squirtle 


[1] see another generic Thirdperson lighter base 


ፌጋ 


ona lioence- going to Kill someone. Bully, 


Minonty hepart and MBZ are the latest examples 


raise my blood temperature. Whats the point i 





From the forum 


A selection of choice cuts from Edge-Online's discussion outlet (http://forum.edge-online.com) 


Subject. Sequels aren't all bad, are they? 
Foster James Bailey 

Apparently, sequels are hurting the industry and 
US games players. Who agrees with this? Is the 
videogarne industry becoming stagnated in your 


View? Are sequels really (het bad? 


Poster Foz 

Sequels ۱ videogames are similar to movie 
sequels, it's sadly too easy just to tread water [Or 
MABRE signifi canthy lower quality product when a 
brand establishes itself, and publishers (and their 





shareholders) will be more than happy to spend 
less money developing a title that will be a-sure- 
hire nit (or will meet its profit expectations) over 
SINKING more time money into easonnma mar 
consumers are aiso «epi nappy 

There are c exceptions though — there 
are videogame sequels that surpass Their 
forebears because the punlisners/developers 
care enough about their artiste property enough 
to ensure thal the best possible product is 
released (Mano, Silent Hil, Resident EW, Soul 


- ጻ HS S edes, Ha € = ዱጄ A 
Edge/Hade/Calibur to name a fewi. 


Hoster: Tig 

I it wasn't for sequels, Zelda would be dimly 
dd aloes as a ane-off NES game. So | think 
secduelearen't all evil. It. depends how Its done; if 
you're adding to and refining the gameplay set 
down by the oranal game; then Dy all means go 
ahead, but if you're trying to resed an old idea... 


Poster: James Bailey 


| can't decide || paradigm shifts in console 


technoogy are tne real reason Tor game ۷ 


and originality, both for new games and sequels 


“If | see another generic thirdperson fighter based on a 


licence | ዝበ going to kill someone. What's the point of gaining 


a licence and then just splurging it on generic rubbish?" 
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